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PREFACE. 


The chief purport of the work on Chess, of which the present volume 
forms the first part, is the theoretical application of new principles and of the 
reasoning by analogies of positions which have been my guide in practice, es- 
pecially during the last twenty years. It is perhaps unnecessary to state 
that the task which I have set before me was beset with enormous difficulties. 
Many variations that have been the product of vast changes in the style of 
play which has taken place in modern times, have no doubt been duly no- 
ticed in able treatises on the game, but no attempt has yet been made in any 
book on Chess to base the analysis systematically on general ideas which 
would assist the judgment of the student in similar positions. In the present 
work great efforts are essayed in that direction, especially in the annotation 
of illustrative games from practical play where the results of the application 
of the principles recommended for thje conduct of the openings and the middle 
part can be more distinctly traced in the end. But as will be seen from the 
^?w examples given in this volume, of reasoning out the opening moves* 
by comparison of different maxims, it would have been practically impossible 
within the scope of this work to adopt the same sort of commentation 
throughout the analysis of the openings, and I had to confine myself in that 
respect to pointing out the most striking examples of the adaptation of prin- 
i iples in the early part of the game. However, I have carefully examined 
the debuts treated in this volume on the basis of such general maxims, and 
1/5 the openings have been hitherto analysed by the authorities chiefly 
in an empirical manner, it became necessary to introduce a very large num- 
ber of novelties at various .stages of variations which, up to the present, had 
been generally recognized as standard lines of play. In short I have come 
o conclusions differing very widely from those hitherto sanctioned by first- 
class practitioners and authors right at the roots of the openings, and sometimes 
lis early as on the third or fourth moves, like in the Ruy Lopez, the PetrofTs 
Defence, and the Philidor Defence. The analysis of the openings had there- 
bre to be entirely remodelled in many instances in which new ideas are de- 
I’doped that have never been put to any practical test. Most of the experi- 
nental deductions which I introduce to students of the game, must therefore 
*je regarded only as imaginary examples of tactics and strategy which I trust 
will in thefnain afford good instruction to the reader, but cannot lay any claim 
to absolute accuracy. For it ought to be remembered that the merits of most 
pf the reftognized standard variations in the openings could not be settled un- 
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they had been verified by numerous illustrations from the practice hrsii 
Sclass masters in actual play, and that grave errors have often been found 
;|/arious forms of openings that have been greatly favored by many promineni 
|»ractitioncrs and authorities for a very long time. Under those circumstanc^ ' 
jjnust expect that occasionally some shortcomings of demonstrations, such a^ 
quicker ways of winning or drawing, and perhaps some faults of judgment* 
may have crept into some of the numerous original lines of play, which after] 
idonscientious examination, to the best of my ability, I have •thought it my 
duty to introduce into this treatise. But I trust that such flaws will^ 
be found in a minority by far and that at any rate the innovations which I 
propose will give material for practical trials and theoretical researches that 
will be useful for the development of our scientific pastime. 

For the game department I have chiefly selected striking examples of bril- 
liant combinations in the conduct of the King's side attack, for, as a matter of 
course, their study is quite indispensable to the learner. As only very few of 
the innovations which I propose have been tested in actual play, it is only 
natural that 1 could not give many practical illustrations of the application 
of modern principles. But just becaus.^ the examples quoted from old masters 
do not generally conform with the maxims of development and the precau- 
tions of modern play which arc laid down in this treatise, they afford earlier 
and more brilliant opportunities for the display of ingenuity in the direct 
King’s side attack, and as the amendments on the basis of more modern ideas 
are pointed out in the notes as much as possible within the scope of this 
volume, I feel satisfied that the study of the game department will at least 
afford as much instruction to the Large . majority of readers as the perusal of 
the analysis. As far as practicable, I have endeavored to supplement in the 
examples from actual play any important variations that had been omitted in 
the main analysis. 

As regards the arrangement of the matter presented in this volume 1 
have introduced several new improvements with the view of giving greater 
Facilities for following the analysis and studying the illustrative games. The 
most notable novelties in that respect are the repetition of the numbers of 
moves in each column and the addition of diagrams in the analytical pages 
which I trust will have the desired effect. 

The various authorities quoted in this treatise have been of great assist- 
ance to me in forming the outlines of this treatise, and I am also much 
indebted to them for some parts of my analysis and annotations, as well as 
For the greater portion of the selected games. But as I did not wish to intro- 
duce any kind of controversy I have deemed it advisable to quote them 
only when I quite agreed with their demonstrations, and in very rare case?, 
when I accepted the latter but differed from their conclusions without adding^ 
any analytical proof. It is, however, only due in this preface to acknowledgtj 
my general obligations to those authorities and to bring them fully to the 
notice of amateurs who wish to form Chess libraries. They are principall) 
Bilguer's Handbttch dcs Schachspiels ; edited by Baron von Hcyc^brand unt 
der Lasa (Leipzig, Veit & Co.) ; Teoria e Practica, by Signor Salvio! 
(Venice, O. Ferrari) ; Filhren dnreh die Schachtheorie^ by Osesft CordCj 
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|'(Berlin, Julius Springer) ; Le/i^buch des Schachspielsy by J. Dufresnc (Leipzig, 
Ph. Rcclam jun.); The Chess'Player^s Manual^hy G, H. D. Gossip American 
Edition^ by S. Lipschiitz (London and New York, Routledgc & Co.); 
Stauntods Handbooky \^Q^n^ Library, London); Cook's Synopsis ^ (W. W. 
Morgan, London); The American Edition of same ^ by J. W. Miller ( Robert 
Clarke & Co., Cincinnati); The London International Tournament of by 
J, I. Minchin (London, Jas. Wade) ; The London Chess Congress of 1862^ 
by J. Lowenthal (London, Henry G. Bohn); The Chess Openings^ by Howard 
Staunton and R. B. Wormald (London, Virtue & Co.) ; Morphy s GameSy 
by J. Lowenthal (London, Henry G. Bohn), and various other works on 
the game. 

My special thanks are also due to my friend Professor Waller Holladay 
for his kind assistance in the revision of the MS., and the correction of proofs 
of this vojumc, which I now beg to submit to all Chess students in the hope 
that in the main it will give general satisfaction. 

Nkw York, May, 1889. 




CHAPTER I. 


Description of the Game. The Board and Men. Movements of Pieces and Mode of 

Capture. 

a 

The game of Chess is a mental contest between two players who endeavor to im- 
prison and attack the hostile King in a position from which he cannot be released. This 
is called ‘'checkmate” (sec Chapter IV, Technical Terms). The game is played on a 
board of sixty-four squares, which are colored alternately white and black. The men 
arc thirty-two in number, one player having sixteen white and his opponent sixteen 
black men. , 


Diagram No. i. 

Each player’s men consists of eight pieces and ciglit pawns, thus named and figured : 

WHITE. BLACK. WHITE. BLACK. 


Kin 



Two Rooks or Castles 
Two Bishops 
Two Kniglits 
Eigiit Pawns 


Queen 



k 


I 

JL 

% 

i 


The following Diagram represents the men arranged in proper order on the board 
at the commencement of a game : 

Diagram No. 2. 

BLACK. 



WHITE. 




xii MOVEMENTS OF PIECES AND MODE OF CAPTURE. 

As shown above, the board must be so placed that each player must have a white 
square at his right hand corner of the board. 

The players draw by lot for move and choice of color. In all international and 
public Chess matches and tournaments, however, it is the rule for the first player to have 
the white men. 

The White Queen must always occupy a white square, and the Black Queen a 
black one on commencing a game. Servat Regina colorem. But the White King 
must always occupy a black square and the Black King a white one, the Kings and 
Queens each facing one another. The Bishops on each side occupy the scjuarcs nearest 
to the Kings and Queens ; then come the Knights, and the Rooks arc posted in the 
corner squares. 


Thk King. 

The King, the most important of the pieces, moves only one square at a time — back- 
wards, forwards, diagonally and laterally, or he may capture a hostile man in the same 
way; which means that he may take off any hostile piece or Pawn that stands on any 
square immediately adjoining his own, and then occupy the vacated sciuare. Once in 
the game he has the ])rivilcgc of moving two squares, i. e. , when lie performs the opera- 
tion of Castling, which is explained under “Technical Terms." lie cannot, however, 
move on to a square next the one occupied by the hostile King, as the opposing mon- 
archs must always be separated from each other by a square. Nor can the King be 
moved into check, i.e., on to any square commanded by a hostile man. He can, how- 
ever cai)ture any unguarded piece or pawn of the enemy on any square next his own in 
any direction. When the King is so situated that he cannot avoid capture he is “check- 
mated," and the game is lost. 

The following Diagram illustrates the move of the King: 

% 


Diagram No. 3. 



The Queen 

Is by far-.thc most powerful of the pieces, moving or capturing in an]^ direction on 
.an unobstructed irange— backwards, forwards, laterally or diagonally, and capturing in 
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the same way. When she occupies any one of the four centre squares, she commands no 
less than twenty-seven out of the sixty-four squares of the board. 

Diagram illustrating move of the Queen: 


Diagram No. 4. 



The Rook 

Is next in importance to the Queen. He moves or captures in straight lines along 
the ranks and files to the extent of the board on an unobstructed range — backwards, for- 
wards and laterally, but not diagonally. He has also the privilege, in conjunctioa with 
the King, of Castling once during the game. 

Diagram illustrating the move of the Rook: 


9 


Diagram No. 5. 



In the foregoing diagram the Black Rook on Queen's fifth square (see Chapter IL, 
on Notation) commands fourteen different squares on a clear range. 
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The Bishop 

Only moves and captures diagonally on squares of his own color; i. e., the Black 
King’s Bishop can never move on to a white square, nor the White King’s Bishop on to 
a black one. On a clear diagonal the Bishop can be moved from one corner square to 
the opposite corner. Diagram illustrating the move of the Bishop: 

Diagram No. 6. 



In the above diagram, the Black Bishop, standing on his Queen’s fifth square, com- 


mands 13 squares on unobstructed diagonals, viz. : on his Queens Bishop's sixth, 


Queen’s Knight’s seventh, Queen’s Rook’s eighth, King's fourth, King's Bishop's third, 


King's Knight's second. King’s Rook’s square. Queen’s Bishop’s fourth, Queen's 
knight’s third, Queen's Rook’s second, King’s sixth, King's Bishop’s seventh, and 


King’s Knight’s eighth squares. 


T'he Knioiit. 

The Knight’s move is a peculiar one, as he alone of the pieces has the privilege of 
leaping over other pieces and pawns, whether of his own or hostile forces. He moves 
or captures from the square where he stands to any third square of an opposite color to the 
one from which he started, by skipping one diagonal square and then landing on the 
next square of the same line or row, or vice versa. The subjoined Diagram illustrates; 

Diagram No. 7. 
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Here, the Black Knight, occupying his. King’s fifth square (K5), commands no less 
than eight squares, viz. : King's Bishop s third, King’s Knight’s fourth. King’s Knight’s 
sixth. King’s Bishop’s seventh. Queen’s seventh, Queen’s Bishop’s sixth, Queen’s Bishop’s 
fourth, and Queen’s third. If any hostile piece or Pawn were posted on any of these 
squares he could capture it and himself occupy the vacated square, and he could leap 
over pieces or Pawns of cither color standing between in order to do this. 


The Pawn 

Can only move forward one scpiare at a lime, except at his first move, when he has 
the choice of advancing one t>r two squares, but in llie latter case he is sometimes liable 
to be captured ‘V;/ passant^' or in passing (see 'rcchnical Terms). He can never 
command more than two squares, and captures diagonally like a Bishop, but only on 
the two squares next his own. He, however, alone of all the chessmen has the privi- 
lege of promotion, i. e. , on reaching an eighth square he may be exchanged cither for 
a (Jliiccn or any other jiiece his jilayer may select ’I'he laws of the British Chess Associ- 
ation, which we adopt, provide that his player may refuse his promotion, in which case 
he remains a Pawn as before, but unmovable, and he is termed a “dummy” Pawn. We 
must, however, state that such a case can only very rarely occur in actual play, and 
that this law, though in our opinit^n theoretically sound, has little y>ractical value for 
playing the game over the board, but may be of importance for the construction of 
problems. 


CHAFPER II. 

The Notation. 

Each square of the Chessboard has a separate and distinctive designation. Accord- 
ing to the English, French, Italian and Spanish system c.f notation, the diflerent squares 
arc called after the pieces. Thus, the square on which the King stands at the commence- 
ment of a game, is styled the King’s square ; that occiqncd by the Queen, the Queen’s 
square, and so on — King’s Bishop’s square. King’s Knight’s square. King’s Rook’s 
square ; Queen’s Bishoji’s square, Queen’s Knight’s square, and Queen’s Rook’s square; 
the pieces on the King’s side being termed the King’s pieces, and tliosc on the Queen’s 
side the Queen’s. The Pawns arc named after the pieces to which to which they belong, 
thus : the Pawn in front of the King is called the King’s Pawn ; that in front of the 
Queen, the Queen’s Pawn ; that in front of the King’s Knight, the King’s Knight’s 
Pawn, and so on. The square immediately in front of the King is called the King’s 
second square ; the next in front of that, the King’s ihira square ; the next to that, the 
King’s fourth square, and so on ; so that, on the same file, we have King’s second, third, 
fourth, fifth, sixth, seventh, and eighth squares. Similarly, the square in front of that 
on which the Queen stands at the commencement of the game, is termed the Queen’s 
second square, and so on to the eighth or last square of the file. In the same way, we 
have King’s Bishop’s second, third, fourth, fifth, sixth, seventh, and eighth s(]uarcs, and 
so on, for all the other pieces. 

In recording a game, the pieces and Pawns arc designated in print, or in writing, as 
follows : KJ’or King, Q for Queen, KH for King’s BislK)p, KKt for King’s Knight, KR 
for King's Rook, QB for Queen's Bishop, QKt for Queen’s Knight, QR for Queen’s 
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Rook, P for Pawn, KP for King's Pawn, QP for Queen s Pawn, KBP for King’s Bishop's 
Pawn, KKtP for King s Knight's Pawn, KRP for King's Rook's Pawn, QBP for Queen's 
Bishop's Pawn, QKtP for Queen's Knight's Pawn, QRP for Queen's Rook's Pawn. 

The other abbreviations used in notation are : sq. for square, ch. for check, X.for 
takes, (dis. ch.) for discovered check, (dble. ch.) for double check, e.p. for en passant 
or in passing, -}* better game, — at the end for inferior game. 

It must be remembered that in the English, French, Italian, and Spanish notations, 
each player counts or reckons the squares from his own side of the board ; e. 
the White Queen's second square is the Black Queen's seventh square ; the White 
King's square is Black King's eighth square ; White King’s Bishop's square is Black 
King’s Bishop's eighth ; and so on, i. e., each square of the Chessboard has two differ- 
ent denominations, as sliown by the subjoined Diagram : 


Diagram No. 8. 



The German algebraic system of notation, however, is quite difl'ereiit and presents 
many advantages over the one noticed above. The eight squares <jf each row, com- 
mencing from the left-hand corner of the board, arc designated by letters, from the 
letter “a” up to the letter “h," as illustrated by tlie Diagram on the next page. 

Commencing from the same: corner, the eiglit squares of each file are also num- 
bered upward fn)m i to 8, and by a combination of the corresponding letter and figure, 
each square is di (Terentiy though quite distinctly marked. In describing a move, the 
square from which a piece starts, as well as that on which he lands, cither in the ordi- 
nary way or by capture, is clearly indicated. Thus, White's Queen Rook'g square would 
be marked by the letter and figure ai; White's Queen Rook's second square, a2; White's 
Queen Rook's .seventh square, ay; White's Queen Rook's eighth square, #8; White's 
King's fourth square, e4; Black's King’s fourth square, 05, etc. The move of Pawn to 
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King's fourth for White would have to be described thus : e2— C4 ; and for the same 
move on Black's part the description would be 07— e5. Compare Diagram No. 9. 


Diagram No. 9. 


ItLACK. 


abede fgh 



a b c d c f g h 


WHITE. 


The great advantage of the German method consists in its conciseness, and in the 
'lesser probability of a mistake occurring in writing down a move in a game by corre- 
spondence, or even in an ordinary game which has to be adjourned ; whereas, compara- 
tively mi>re mistakes occur when other notations are used. 

T'hc fractional notation adopted in the present treatise possesses many advantages: 


.P-K4 

lr--K4' 

rtIvKt B; 

W -: - B3 

ni::i94 

”KtXP 1 

The foregoing first three moves in Petroff 's Defence illustrate the superiority of this 
system of notation over the old, time-honored method of reCv)rding the foregoing moves 


as follows : 

I P to K fourth or 4t]i 

i P to K fourth or 4th 


2 KKt to B third or 3rd 

2 KKt to B third or 3rd 


3 P to Q fourth or 4th 

3 Kt takes P, etc. 


By the present system White’s moves are recorded above and Black’s helozv the 

line. 

The sub-variations arc inserted as follows, in the form of notes, which are referred 
to by numerals* as at Black's third move above, it being understood that in the subjoined 
example it is Black's turn to plUy : 

1. If 3- . . rxP ; 4 P~KS. 4 Kt— Ks ; 5 KtXP, S P -Q4. etc.. 
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a comma separating White's and Black’s moves and a semi-colon being placed aflcr 
each move of Black. If such sub-variation begins with a move of Black it is intro- 
duced as above with a leader, thus: .... The letter D marks a diagrammed positon. 

In the January and February, 1889, numbers of The International Chess 
Magazine^ Mr. Edwyn Anthony of Hereford, England, discusses the subject of Chess 
Notation in an interesting manner. He comes to the conclusion ‘ ‘ That two systems, 
one arbitrary and the other significant, are alone in use at the present time, despite 
numerous attempts to overthrow them ; and that effort should be directed to considering 
what improvements can be grafted on these present stems.” 

In pursuance of this plan, he proposes two modifications, one arbitrary and one 
significant, of the English method of notation, by which every move would be repre- 
sented by tlirce .symbols only. His plan is ingenious and well worthy of consideration ; 
but the difliculties in the way of the introduction of a new notation arc serious. To 
obtain sufficient familiarity with it for ready use, a little time, study and practise would 
be required on the part of both writers and players ; and there is a certain mental inertia 
to be overcome, which we fear it will be found difficult to do. But the convenience and 
economy of such a notation are fully demonstrable. 


The Forsyth Notation. 

This notation is the invention of Mr. David Forsyth, a Scottish amateur. It is fully 
described in the Chess Players' A nnual^ by Mr. and Mrs. T. B. Rowland, edition of 
1889. It is undoubtedly the best method of recording a position, except the diagram. 

The board is supposed to be placed before the player as is usual in diagrams, with 
the side of the white pieces next to him. It is then read as one would read the lines on 
a page, the rows of squares being regarded as the lines, beginning with Black’s Queen's 
Rook’s Sipiare. 

Thus the position in Game No. 5, of the Ruy Lopez opening, a diagram of which 
is given on p. 50, would be recorded as follows: — Beginning with the top row and 
counting from left to right, the first five squares, namely Black’s QR, QKt, QB, Q, and 
K s squares arc vacant. This fact would be recorded simply by writing the number 5. 
The next square is occupied by the Black King, and this would be recorded by a small 
ky small italics being used fur the Black pieces and pawns, while Roman capitals are 
used for those of White. The remaining two S(iuares of this row are vacant, which would 
be recorded by writing the figure 2. The entire upper row would tiicrcfore be recorded 
by three symbols, thus : — 5 k 2. In like manner the next row would be recorded thus : — 

2 p 2 r p p ; the records of die other rows would be as follows : — 'Fliird, 2^5; Fourth, 
p i r P; Fifth, Ap p 2; Sixth, i P B ^ 3 R ; Seventh, P 2 P 1 P P i ; Eighth, R 3 K 
3. If these be written together, the records of each row being marked off by semi-colons, we 
have the following complete record i.tt the position : — Move 26. . . .R — KKt4 ; Sleinitz 
^ k 2 \ 2 p 2 r p p ; 2 p i \ p I rP \ A p p 2 \ i P B ^ 3 R ; P 2 P i P P i ; R 3 K 

3 ; Max Judd. 

This may be abbreviated by adding together the numbers at the end of each row and 
the beginning of the next, and ignoring altogether the divisions into rows, thus ; — Move 

26 R— KKt 4 ; Steinitz ; lk^p 2 rpp 2 p^plrP^pplPPb*l RP 2 P i 

P P I R 3 K 3 ; Mnx Judd. 

In like manner the following problem would be recorded thus (the letfer S being 
u«ed for Knight, to avoid the confusion which is liable to arise between K and Kt): — 
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Not abbreviated; 8 ; 5 / 2 ; P 7 ; K S i .y Q 2 ; 8 ; 6 S i ; 8 ; 8 ; mate in two. 
Abbreviated ; i3/2P7KSiA^Qi6S 17. — 2 moves. 

A test by which errors would often be detected is that if each letter representing a 
piece or pawn be counted as one^ the sum total of every recorded position must be 64, 
the number of squares on the board. 


Gringmuth's 1 elegraphic Code. 

This code is the invention of Mr. D. Gringmuth, a leading Russian problem com- 
poser, and has been adopted in several matches. An account of it may be found in 
La Strategicy the Times-Democrat of New Orleans, The International Chess 
Magazine y and the Chess Players^ Annual, liy means of it two different moves 
can be combined into one word for transmission. If telegraphing only one game the 
first two syllables would represent White's move, and the last two syllables Black s 
answer. In the match between London and St. Petersburg, in which two games w^ere 
simultaneously contested, the two first syllables represented the move in the game 
in which the party sending the dispatch had the first move, and the two last 
syllables the move of the same party in the game in which their adversaries had the 
first move, 'fhe squares are designated as in the following diagram, and each move 
is designated by giving the square from which the piece or pawn is moved, followed by 
the square to which it is moved. By an extension of the code suggested by E. D. Nores 
in the TimeS’-Dcmocraty the letter c, added to the last syllable, designates check 
the letter t added to the last syllable means takes similarly p means “takes pawn 
en passant 1 added to the symbols for the King's and Rook's squares, means Castles ; 
'q, r, b, k, added to the last syllabic indicate that a pawm reaching the last row becomes 
respectively a queen, rook, bishop, or knight ; and finally m means mate, and s, stale- 
mate. 

ULACK. 
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WHITE. 


Thus Game No. 2, in Philidor's Defence, p. 154, would be recorded as follows for 
telegraphing : — Gegoseso Kahircri Fefoteto Fosottogo Hiworiro Sosiwazi Cadipepi 
Wogorogo Fazowewi Zosozawa Daworari Bafarisi Hadonarc Dosi. 
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CHAPTER III. 

'The Laws of the Game. 

We approve in the main of the Code of Laws of the British Chess Association, 
which has been adopted in many Chess Congresses. 

THE CHESSBOARD. 

I. — ^The board must be so placed during play that each combatant has a white 
square on his right-hand corner. If, during the progress of a game, either player dis- 
covers that the board has been improperly placed, he may insist on its being adjusted. 

THE CHESSMEN. 

II. — If, at any time in the course of a game, it is found that the men were not 
properly placed, or that one or more of them were omitted at the beginning, the game 
in question must be annulled. If, at any time, it is discovered that a man has been 
dropped off the board, and moves have been made during its absence, such moves shall 
be retracted and the man restored. If the players cannot agree as to the square on 
which it should be replaced, the game must be annulled. 

rilE RICllT OF 3IOVE AND CHOICE OF COLOR. 

III. — "J'he right of mjiking the first move and (if either player requires it) of choosing 
the color, w’hich shall be retained throughout the sitting, must be decided by lot. In 
any scries of games between the same players at one sitting, each shall have the first 
move alternately in all games, whether won or drawn. In an annulled game, the player 
who had the first move in that game, shall move first in the ne.xt. 

COMMENCING OUT OF TURN. 

IV. — If a player makes the first move in a game when it is not his turn to do so, 
the game must be annulled, if the error has been noticed before both players have com- 
pleted the fourth move. After four moves on each side have been made, the game must 
be played out as it stands. 


PLAYING TWO MOVES IN SUCCESSION. 

V. — If, in the course of a game, a player moves a man when it is not his turn to 
play, he must retract the said move ; and after his adversary has moved, must play the 
man wrongly mi>vcd, if it can be played legally. 

TOUCH AND MOVE. 

VI. — player must never touch any of the men except when it is his turn to play, 
or except when he touches a man fur the purpose of adjusting it ; in which latter case, 
he must, before touching it, say, “I adjust,” or words to that effect. A player who 
touches with his hand (except accidentally) one of his own men when it is his turn to 
play, must move it, if it can be legally moved, unless, before touching it, he says, “I 
adjust,” as above; and a player who touches one of his adversary's men, under the same 
conditions, must take it, if he can legally do so. If, in either case, the move cannot 
be legally made, the offender must move his King; but, in the event of the King having 
no legal move, there shall be no penalty. If a player hold a man in his handf undecided 
upon whicl^ square to play it, hi.^ adversary may require him to replace it, until he has 
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decided on its destination ; that man, however, must be moved. If a player, when itV 
is his turn to play, touch with his hand (except accidentally or in Castling) more than one 
of his own men, he must play any one of them legally movable that his opponent se- 
lects. If, under the same circumstances, he touches two or more of the adversary’s 
men, he must capture whichever of them his antagonist chooses, provided it can be 
legally taken. If it happen that none of the men so touched can be moved or cap- 
tured, the offender must move his King ; but, if the King cannot be legally moved, 
there shall be no penalty. 


FALSE MOVES AND ILLEGAL MOVES. 

VII. — If a player makes a false move — that is, either by playing a plan of his own 
to a square to which it cannot be legally moved, or by capturing an adverse man by a 
move which cannot be legally made — he must, at the choice of his opponent, and ac- 
cording to the case, either move his own man legally, capture the man legally, or move 
any other man legally movable. If, in the course of a game, an illegality be discovered 
(not involving a King being in check), and the move on which it was committed has 
been replied to, and not more than four moves on each side has been made subsequent- 
ly, all these latter moves, including that on which the illegality was committed, must be 
retracted. If more than four moves on each side have been made, the game must be 
played out as it stands. 

CHECK. 

VIII. — A player must audibly say “Check" when he makes a move which puts the 
hostile King in check, llic mere announcement of check shall have no signification if 
check be not actually given, If check be given but not announced, and the adversary 
makes a move which obviates the check, the move must stand: If check be given and 
announced, and the adversary neglects to obviate it, he shall not have the option of cap- 
turing the checking piece or of covering, but must “move his King" out of check; 
but if the King has no legal move, there shall be no penalty. If in the course of a game 
it be discovered that a King has been left “in check " for one or more moves on either 
side, all the moves subsequent to that on which the check was given, must be retracted. 
Should these not be remembered, the game must be annulled. 

ENFORCING PENALTIES. 

IX. — A player is not bound to enforce a penalty. This means that he does not 
subject himself in turn to a penalty by not claiming one due to him. This, however, i 
only applies to contests between two players, but in tournaments and team matches it is 
often specially provided that in the interest of other competitors no player has a right 
knowingly to waive a penalty to which his opponent would be legitimately subjected. A 
penalty can only be enforced by a player before he has touched a man in reply. Should 
he touch a man in reply in consequence of a false or illegal move of his opponent, or a 
false cry of check, he shall not be compelled to move that man, and his right to enforce 
a penalty shall remain. When the King is moved as a penalty, it cannot Castle on that 
move. 


CASTLINC;. 

X. — In Castling, the player shall move King and Rook simultaneously, or shall 
touch the l^ing first. If he touch the Rook first, he must not quit it beXpre having 
touched the King, or his opponent may claim the move of the Rook a^^^tlomplete 
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move. When the odds of either Rook or both Rooks are given, the player giving the 
odds shall be allowed to move his King as in Castling, and as though the Rooks were on 
the board. 

COUNTING FIFTY MOVES. 


XI. — player may call upon his opponent to draw the game, or to mate him within 
fifty moves on each side, whenever his opponent persists in repeating a particular check, 
or a series of checks, or the same line of play (in some tournaments this rule has been 
altered to the effect that after six such repetitions of checks, series of moves, or the same 
line of play, a draw may be claimed on either side), or whenever he has a King alone on 
the board, or 


King and Queen 
King and Rook 
King and Bishop 
King and Knight 


against an equal or superior force 


King and two Bishops 
King and two Knights 
King, Bishop and Knight 




against King and Queen 


and in all analogous cases ; and whenever one player considers that his opponent can 
force the game, or that neither side can win it, he has the right of submitting the case to 
the umpire or bystanders, who shall decide whether it is one for the fifty-move counting. 
Should he not be mated within the fifty moves, he may claim that the game shall 
proceed. 


PAWN TAKING IN PASSING. 


XII. — Should a player be left with no other move than to take a Pawn in passing, 
he shall be bound to play that move. 


QUEENING A PAWN. 

XIII. — ^When a Pawn has reached the eighth square, the player has the option of 
selecting a piece, whether such piece has been previously lost or not, whose names and 
powers it shall then assume, or of deciding that it shall remain a Pawn. 


ABANDONING THE GAME. 

XIV. — If a player abandon the game, discontinue his moves, voluntarily resign, 
wilfully upset the board, or refuse to abide by these laws, or to submit to the decision of 
the umpire, he must be considered to have lost the game. 


THE UMPIRE OR BYSTANDERS. 

XV. — The umpire shall have the authority to decide any question whatever that 
may arise in the course of a game, but must never interfere except when appealed to. 
He must always apply the laws as lierein expressed, and neither assume the power of 
modifying, nor of deviating from them in particular cases according to his own judg- 
ment. When a question is submitted to the umpire or bystanders by both players, their 
decision shall be final and binding upon both players. The term bystander shall com- 
prise any impartial player of eminence who can be appealed to, absent or present 
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CHAPTER IV. 

Technical Terms. 

I. Castling. — Each player has the privilege once in the game only, subject to cer- 
tain restrictions, of moving his King two squares in conjunction with placing on the 
square which the King has passed one of his Rooks. This operation — a compound 
move — is called “Castling.” 



Position before Castling (King’s side). 



Position after Castling (King’s side). 



Castling can only be performed subject to the following restrictions : — i. The King 
must not be in check ; 2. He must not pass over or alight on a square commanded by 
a hostile man ; 5. Neither King nor Rook must have been previously moved ; 4* No 
piece must intervene between the King and Rook. 

In’ Italy the following method of Castling was, and, we believe, is still practiced: — 
The King a|id Rook can be either placed on any square within the limits of and includ- 
ing their own two, provided they cross over each other. Thus, Castling may be effected 
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in sixteen dilf(^mJ^^^li;rays, viz. : in six ways on the King’s side, and in ten ways on the 
Queen’s side. A^!&^ding to Staunton, Castling is only a modern innovation, In the 
Middle Ages, the King had the privilege of being played on his first move, under some- 
what similar restrictions, two squares in any direction, from the square on which he 
originally stood, whether the intervening square was vacant or occupied. 

2. Queening a Pawn. — A Pawn is “ queened” when it has reached the last square 
of a file on which it is advancing, or when it captures a hostile piece on the eighth row. 
It may then be exchanged for a Queen or Rook or a Bishop or Knight. Thus a player 
may have two or more Queens, Rooks, Bishops or Knights on the board at the same 
time, or he may refuse promotion to his Pawn. 'Phe Committee of the London Inter- 
national Chess Congress, of 1862, decided that a player should have the option of re- 
fusal of promotion, as positions may occur in which promotion would involve the loss 
of the game ; whereas, by refusal of promotion a draw could be obtained. The follow- 
ing position illustrating a case of that kind is quoted from Lowenthal’s Book of the 
London Chess Congress^ of 1862: 


BLACK. 



Here, it is White’s move, and if he capture the Rook with the Pawn and claim a 
Queen or any other piece, Black takes the Bishop with the Pawn and checkmates him 
next move. But, if he refuse promotion, the game is drawn ; since if then Black 
capture the Bishop, White is stalemated, and if he move either Pawn or King, White 
takes the Knight’s Pawn with the Bishop and draws, e. g. : i PXR (remaining a Pawn), 

1 P — QKt4 ; 2 BXP (at Kty), etc. 

We approve of the decision of the Committee of the London Chess Congress, of 
2862, although the “dummy” Pawn rule was denounced by some authorities. In Italy 
the Pawn was formerly always retained at the eighth square as a temporary “dummy” 
Pawn until a piece was captured for which it could be exchanged. 

It sometimes happens that a player can win a game by claiming a minor piece or a 
Rook when he would lose by claiming a Queen. 

3. Check. — The King is in check when he is attacked by a hostile piece or Pawn, 
and as his capture is not permissible according to the laws of Chess, warning must be 
given by the opponent calling “Check.” One of three things must then Ije done : i. 
The King must move out of check ? 2. The hostile man that checks him must be taken; 
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3. A piece or Pawn must be interposed between the King and the attacking hostile piece 
or Pawn. If none of these things can be done the game is lost, the King being check- 
mated. 

4. Simple Check occurs when ihc King is directly attacked by a single piece or 
Pawn. 

5. Double Check is brought about when the King is attacked by two pieces at the 
same time owing to a discovered check. 

6 . Discovered Check occurs when, by the removal of a piece or Pawn, check is 
unmasked from another piece. 

7. Perpetual Check occurs when the attacked King cannot escape from one check 
without rendering himself liable to another. 

8 . Stalemate is brought about when the King, although not at the moment in 
check, is so situated that he cannot be moved without going into check and when no 
other piece or Pawn can be moved. The game then is drawn. 

9. Smothered Mate, or Philidor*s legacy, occurs when the King is so hemmed in 
by his own men that he cannot move out of check from a hostile Knight, which is the 
only piece that can adminster this mate. 

10. En Prise. — A French term, signifying “exposed to capture.” When any un- 
defended piece or Pawn is attacked by a hostile man, it is said to be en prise ^ i. e. : 
liable to be taken. 

11. J'Adoube. — ^'Pwo other French words, meaning “I adjust” (see Law VI), to be 
used by a player when he touches a man to adjust its position on the board, without in- 
tending to move it, if it be one of his own men, or to capture it, if it be one of his op- 
ponent's men. 

12. Forced Move. — ^When a player has only one move at his disposal it is called a 
forced move, 

13. False Move. — ^Any illegal move, such as Castling when the King is in check or 
has been already moved, or moving a Bishop like a Knight, or a Knight like a 
Bishop or Rook, is called a false move. 

14. Minor Pieces. — ^^Fhc Knights and Bishops are termed minor pieces to distin- 
guish them from the Queen and Rooks. 

15. Rows and File. — ^When the men are arranged at the commencement of the 
game they are in two ranks. The horizontal ranks of squares are termed “rows "or 
ranks, and the vertical squares “files.” . 

16. The Exchange. — Winning or losing a Rook for a minor piece is called win- 
ning or losing the exchange. 

17. Gambit. — K word derived from the Italian, signifying to trip up in wrestling, 

used in Chess phraseology in certain openings, in which a player sacrifices a Pawn for 
the sake of obtaining an attack. The Pawn thus sacrificed is called the “gambit” 
Pawn. ' 

18. Doubled Pawn. — ^Two Pawns of the same color on the same file are called 
doubled Pawns. 

19. Isolated Pawn. — ^A Pawn which cannot be supported by other Pawns and 
stands alone on a file is called an isolated Fawn. 
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20. Passed Fawn. — Pawn is called ‘^passed” when there is no hostile Pawn to 
prevent its march to the eighth square. 

21. To Take “En Passant” or in Passing. — On his first move in the game the 
Pawn has the privilege of advancing two squares. But, if in thus advancing, he passes 
a square attacked by a hostile Pawn, which is posted at a fifth square, counting from the 
opposite side, he is liable to be captured “in passing” by the said Pawn, which may in- 
tercept him in his passage as if he had only moved one square. For instance, after the 
moves I P— K4, i P— K4 ; 2 KKt— B3, 2 QKt— B3 ; 3 P— Q4, 3 PXP; 4 B — B4, 4 
Kt — B3 ; 5 P — K5, 5 P — Q4 ; White's King's Pawn may capture the Pawn which has 
just advanced two squares as if it had only moved one square, which means that 
White may take off the Pawn at Black's Q4 and place his own King's Pawn at Black's 
Q3. Compare Diagram. 

Position after White’s 6th move, PxP cn passant or in passing. 

BLACK. 



WHITK. 


But the capture “on passant” must be cficcted at once on the move, for the adverse 
Pawn cannot be thus taken subsequently. Only Pawns — not pieces — can capture or be 
captured ‘ ‘ en passant. ” 

The Pawn was not allowed formerly the privilege of taking ‘'cii passant,” the rule 
having been first adopted in Sj)ain in the time of Ruy Lopez, and afterwards legalized 
in France, England and Germany. Until quite recently it was not allowed in Italy. 

22. Drawn Game. — ^When neither player can checkmate his adversary, the game is 
drawn. The following are instances in which this occurs : — i. By perpetual check ; 2. 
When both players persist in repeating the same moves ; 3. By stalemate ; 4. When 
the stronger force cannot give checkmate within the number of moves specified in Law 
XI ; 5. When the forces on cither side are equal, or nearly so, as Queen versus Queen, 
Rook versus Rook or Bishop, etc. 
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CHAPTER V. 


Chess as a Training ok Mind and How to Improve. 

The practice of our noble pastime is in no way influenced by any element of 
chance, excepting that of temporary individual dispositions, wliich after all forms a most 
important element of strength, and the results of Chess contests are therefore strictly 
based on a scientific and logical foundation. Both parties are placed on a perfectly equal 
footing on starting, as regards the forces and their respective powers, and the same rules 
regulate the movements or actions of the combatants. It is, therefore, purely a battle of 
the reasoning qualities that decides the issue in a game of Chess, and the infinite variety 
of possible combinations in playing the game afford the widest scope for the exercise, 
and, therefore, the training of the logical as well of the imaginative faculties of mind. 
Since the introduction of our noble pastime in civilized countries a great number of the 
foremost thinkers, warriors and statesmen of different nationalities have been attracted 
by its charms, and some of them have devoted as much attention to the study and practice 
of ("hess as to the cultivation of art and literature. In our time the game is becoming 
more widely popular among intelligent people in different countries, and it is almost 
universally recognized as a healthy mental exercise, which in its effects on the intellectual 
faculties is akin to that of physical gymnastics on the conservation and development of 
bodily strength. Moreover, the cultivation of the game seems also to exercise a direct 
influence on the physical condition of Chess players and the prolongation of their lives, 
for most of the celebrated Chess masters and authors on the game have reached a very 
old age, and have preserved their mental powers unimpaired in some instances up to 
their very last moments. It has also been computed that the average length of life of 
the general devotees of the game is the highest in comparison to any other class of men 
whose duration of life has been .systematically subjected to statistical observation*. 

This can be no mere coincidence, and, incongruous as it may seem to connect lon- 
gevity with the study and practice of Chess, we believe the conclusion to be a sound 
one, which can be placed from experience on rational grounds. 

It is only natural that men gifted with intellectual abilities will favor a mental pas- 
time that exercises the highest qualities of mind, in a similar manner as men who are 
endowed with great physical powers will be attracted by recreations and amusements 
that develop and maintain their bodily strength. Once a Chess player becoincs initiated 
in the elements of the game he derives an extraordinary amount of entertainment and 
pleasure from pursuing it, and a healthy spirit of emulation stimulates his ambition to 
become proficient in the noble pastime. He is then sure to learn by experience that any 
habits that are injurious to general health will also greatly disturb his capacity to do his 
best and to improve as a player, and that modes of living that are detrimental to a sound 
condition of body must be rigorously checked or else his play deteriorates. On the old 
maxim, *^mens sana in corpora sana,'' it may therefore reasonably be assumed that 
as a general rule, with very few exceptions, ardent devotees of the game will be intelli- 

*We mak^ this statement on the authority of Mr. Jas. D. Seguin, Chess editor of the Tunes -Democrat, 
of New Orleans. 
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gent people, who are possessed of healthy organizations, and as the practice of our pas- 
time is conducive to habits that are beneficial to the preservation of good health, it will 
also greatly influence the prolongation of life. 

Some of the foremost thinkers have spoken in the highest terms of the game of 
Chess as an intellectual amusement and as a mark of great capacity, and some of the 
greatest celebrities of different nations has devoted time and attention to the study and 
practice of its intricacies, (joethe, in his translation of “ Le Nepheii de Rameau 
by Dicerot, endorses the opinion of the celebrated French philosopher who describes it 
as “the touchstone of the human brain.*' Prince Bismarck, in disparagement of mere 
rhetorical ability, once remarked that “great orators, as a rule, can neither play a good 
game of Chess or whist,” which shows that this pre-eminent statesman thought more 
highly of the capacity for playing games of skill as a test of acumen than he did of 
the oratorical faculty. President Grevy of France is a great lover and supporter of the 
game, and during his Presidential term he offered prizes from the public funds for Na- 
tional and International Chess Tournaments in France. Buckle, the author of “ The 
History of Civilization,'' was one of the greatest Chess masters of our age. Leib- 
nitz, Voltaire, Lessing, Mendelssohn, Alfred de Musset, Frederic the Great, Napoleon I, 
and William 1, were fond of the game and most of those famous men are reported to 
have acquired great skill as players. 

I'hc literature of the game belongs to the oldest on record in many languages, and 
its rapid increase in our time has been greatly instrumental in reviving the general popu- 
larity of our pastime, as it has fiicilitated the study of the openings and of practical ex- 
amples of play between masters. The spread of the game all over the civilized world is, 
however, chiefly due to the inauguration of International Chess Congresses and matches 
between experts, which from time to time are organized in the principal capitals of 
Europe and the American Continent. 'Fhese public exhibitions of Chess skill have been 
watched with the keenest attention by lovers of the game literally all over the fiice of 
the globe, for not alone the results of j)lay, but also whole records of games have been 
communicated through the medium of the newspaper press and the cable to the widest 
distances on our ])lanet*. Fresh talents have been constantly drawn out by those public 
tests of strength which have formed the training schools for some of the greatest masters 
of our time, whv) have developed novel, thereorelical and practical ideas that greatly 
help students of the game to overcome the chief difficulties in mastering the intricacies 
of our pastime. 

T'hcse difficulties were in former days considered quite insurmountable, and profi- 
ciency in the “art of human reason,” as Chess has been aptly termed by Gustavus 
Sclenus (Duke August, jun., of Brunswick), was held to be the sjiecial privilege of only 
a very few. But undeniable experience has showui that prominence and even excel- 
lence in Chess may be acquired in a manner similar to that in which proficiency may 
be obtained in other accomplisli men ts that require mental exertion, and that with proper 
training and study the large majority of learners may generally inqinive their Chess 
strength up to a very high ilcgree at least, and sometimes to mastery. 

At first sight the infinite variety of combinations that are possible on the Chess 
board may appear a most discouraging obstacle in the way of achieving success in the 
game, and it is only due to quote in that respect the following extract from an article 

♦ It is due to slate tliat the first example of bringing the telegraph into requisition for reporting all the 
moves of games of Ciiess was set l)y the New York Herald during the match between Messrs. Steinitz and 
Martinez, played in rhilaJeljihia in 1882. This most enterprising journal has since published cable re- 
ports ot whole gaiuc‘'> playeil in the London Tournament of 1886, and during the contest l^tweven Messrs. 
Steinitz and Tschignriii, at Havana, in t^'/ beginning of 1S89. 
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entitled “The Inexhaustibility of Chess,” by Mr. Edwyn Anthony, of Hereford, which 
first appeared in the Chess Players' Chronicle of 1878 : 

“To estimate the actual number of ways of playing even .'I very few moves is iK-yoiul the power of 
calculation, but to get something of ;in a])])roximatkm to that number is very simple. Taking a variation 
of each of the openings as in Cook’s Synopsis^ we fiiul that the first player has an average of 28, 30, and 
33 ways of playing the second, third, and finirlh moves respectively; 29, 31, and 33 being the correspond- 
ing numbers for the seconnd player. Of course both players have a choice of 20 moves on their first 
move. On the hyi^othesis that the number of replies tijien at each move is always the same whatever the 
preceding move may have been, and tliat the foregoing figures give those numbers, the number of possible 
ways of playing the first four moves only on each side would be 318,979,564,000. If, tlien, .anyone were 
to jday without cessation, at the rate of one set a iniiuile, it would take him more than 600.000 years to go 
through them all. It wouM be difficult to say whether the above number is in excess or defect of the true 
one, but perhaps we may safely affirm that it is not likely to be out more than 20 per cent, either way. 
When we bear in mind that the number of po.ssiblc ways increase's for many imives, some tliirty-fold for 
each move added, it is plain that the number of ways ot playing twenty or thirty moves on each side is so 
great as tc) utterly transccml ti.e grasp of the imagination. No doubt the ratio of the ])lau-ible to the pos- 
sible ninnber of moves at every stage is usually small, but afttrr every allowance has been madt; f«)r that 
tact, the varieties of play still remain enormous. In a very rough way, we may easily extend our sur- 
vey. After the first four moves in a common fiirm of (he “ (b’uoco Piano*’ opening, Wliite has 33 possible 
moves at etmmiand; and after eight fre<iuenlly played moves in the “ Evans* (iambit,” be has a ehoire of 
32 moves, I.et us assume then for convi*niencc of calculation that, for tlie next six moves on each sidtr 
after ll'.e first four on each side, there is always a choice of thirty dilVerent ways cd‘ playing -a hypothesis 
probably below rather than ahtwe the actual tact. We thus get, by eombinalion with the risult <piotcd 
ab«nM!, that the number of ways of playing the fir>t ten moves on each side i.s 169518,829100,5.14000,000000,- 
000000. 'riiesc figures are probably m detect rather than in excess of the actual number, t)n their basis, 
howvjver, and considering the p<»pulation of the whole world to be 1,483 millions (Levaseiir’s estimate), 
vwrc than 2 ly biliions of years would be needed to go through them all, even if every man, woman and 
child on the face of the globe played without cessation for that enormous period at the rale of one set per 
minute and no set was repeated.** 

In lliis connoclion it will bo inlorc.sling u.) mention that the first ])laycr has the 
choice uf 20 difforent moves to start with — namely, the moves of the eight Eawirs one 
or two .squares — and of each of the two Knights tt) two diflerent squares — wliilst the op- 
ponent has the ojition of 20 difierent answers to each one of the first jilayer’s 20 moves. 
There are, therefore, 400 difieieiit ways of making the first move on each side without 
proceeding any further, and 400 is therefore llie unit in the arithnudical pn^gression for 
the purpose nf calculating the number of combinations that are possible in playing the 
game. 13 uc it should be remembered that there is a like infinity, from ihc maihciTiatical 
point of view, in the art of music, which lias nevertheless beemne pvipukir, and it has 
been found that the talent for mu.sic, which is alino.st universal among civilized nations, 
can be cultivated and extended by study and practice. We believe that this is also true 
of Clies.s, and the knowledge of the game could be made even easier c»f acquirement by 
the great majority cif people than it is now, if rational modes of improvement were 
to be adopted. 

Tlie advice wliicli we offer on the subject is, in llic first place, that a learner should 
.should .seek as much as po.ssible to play on even terms with superior j)layer.s. Errim ex- 
perience and ob-servation we feel sure lliat he will learn mucli fa.sicr in this manner than 
by taking odds. The latter method of practice engenders tlic habit on llic part of the 
odds-rccciver of cxclianging pieces widiout any other motive than to reduce the forces. 
He may also with comparative impiinit\ commit many mistakes anyone of which would 
surely cost him the game if he started on even terms, and the object of the student 
ought not to be so much to win games as to train himself to play correctly. By taking 
odds a player loses the opportunity to observe the finer points of play of his adversary 
who on account of his inferiority in force cannot always afford to adopt the best strategy 
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and is more apt to resort to lines of play which he knows to be unsound, relying on the 
inability of the weaker player to perceive the correct reply, Moreover, the openings in 
games at odds are quite different from tliose adopted in even games and, therefore, the 
odds-recciver is not advancing in one important branch of Chess knowledge. For these 
reasons we also think that handicap tournaments ought to be discouraged in Chess clubs, 
and if it be desirable at all to offer special inducements of chances of prizes to weaker 
players who arc not satisfied with the opportunities of better practice with their superiors 
on even terms, then the odds might be given by a method which we believe was first 
adopted in the Bohemian Chess Club of Prague, namely: to give the advantage of half a 
game or more in the score to the weaker players. 

One thing that we would especially urge upon the Chess student is that regularity of 
study and practice very much facilitates making rapid progress. The player by fits and 
starts will scarcely ever improve and it is much better to devote to Chess one hour per 
day for six consecutive days than six hours one day in the week. In order to strengthen 
the powers of ("hess perception and memory, a good habit to cultivate is that of playing 
over from recollection one's own games, or more especially selected and well annotated 
published games played by masters. One great advantage of the publishctl games is 
that when the memory occasionally fails it may be refreshed by reference to the publi- 
cation. 

A very important point is always to observe strictly the law of “touch and move." 
But the tcmplati<jn to take back a move is very great with a beginner ; and it has been 
found desirable for this purpose to play for a small stake, as this causes it to be consid- 
ered a point of lionor to play strictly according to the rules. This practice has become 
usual in the principal Clicss clubs of Europe, as well as in the larger cities of the United 
States and in Havana. Other advantages of playing for a small stake arc that it lends to 
promote greater care in the j)lay and to check comments or suggestions from the by- 
standcis. The game of C'hcss is so utterly unsuited for gambling that in) danger is in- 
curred by the practice, and the players usually know each other’s strength, and cither 
the score is about even or the weaker jdaycr fully expects to lose, but is willing to pay as 
a fee for the amusement and instruction wdiich he receives from his adversary. 

In advance of a separate treatise on problems which wc intend to publish in another 
volume of this work, wc may state that the study of this beautiful branch of our science 
is extremely useful for the purpose of developing and increasing strength in practical 
jday. It is especially the Aiculty of ]»recisioa which has to be exercised absolutely in the 
study of problems, whereas in the game the winning process may often be effected in 
many different ways. Yet quite as often it requires the greatest exactitude of calcula- 
tion to make sure of a plan to be adopted in actual play, and the study of compositions 
where the utmost power of the f )rces has io be employed in the fewest number of moves 
is therefore a splendid training for the purpose. Some the greatest players, like 
Morphy, Anderssen, Blackburne, etc., have devoted great atlentitm to this subject, which 
has grown to almost a separate art, and it is especially noteworthy that a more brilliant 
style is usually acquired lo' masters who combine practice over the board with the study 
of problems. This is only natural, as the brilliant combinations mostly occur in the 
direct King's side attack, and the various beautiful mating positions which arc brought 
out in problems lead, therefore, to the conception of similar ideas in actual play. But 
wc wish to point out particularly that, though it is better for the student to try and solve 
problems, this is by no means absolutely necessary in order to derive great benefit from 
the study that branch of Chess. Especially a beginner will find it most entertaining 
and instructive to compare over the board the compositions with the solu^ons from any 
problem collection by first-class authors, or from periodicals wdicrc usually the solutions 
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are published in full in the next number after the problem has first appeared. Advanced 
students may, in a similar way, assist their perception by looking at the key move in a 
problem of more than two moves, but all the variations ought to be carefully played 
over or worked out. In that way, and provided that this be done with great regularity, 
about three or four problems per day, the student will soon become familiar with many 
leading ideas in very difficult problems, and after sometime he will be able to solve them 
almost at a glance from the diagram. 


CHAPTER VI. 


The Modern School and its Tendency. 

The object of the game, as already explained, is to checkmate the adverse King as 
early as ossible, and the whole play of each party has to bo made subservient to that end. 
Theorists and practical experts have naturally attempted to cflcct this purpose, or at any 
rate to gain some material advantage by a direct attack against the hostile King in the 
opening, and in numerous instances they have succeeded in proving that Pawns and 
pieces may be given up very early in the game for the purpose of harassing the adverse 
King and with the cnectofaccomplishingthematc, or at least of recovering material greater 
in value than what had been temporarily sacrificed. Generally such attacks are essayed 
in practice by the first player, or advocated in analysis for the same party, and it was 
always admitted that Ih^ second player cannot obtain such opportunites in the opening 
excepting when a fault is committed by the adversary. Put later researches and practical 
trials among masters have proved that such sacrifices early in the game, even of the first, 
party, are mostly unsound or else they succeed only in consequence of moves on the- 
other side which can be demonstrated as errors of development. 

In fact it is now conceded by all experts that by proper play on both sides the- 
legitimate issue of a game ought to be a draw, and that the right of making the first, 
move might secure that issue, but is not worth the value of a Pawn. It therefore follows, that 
theoretically as well as practically, among first-class masters of equal strength, not a. 
single Pawn can be given up by either party at any stage of the game without at least, 
greatly endangering the result, unless it can be soon recovered. Put, moreover, it has 
been pro’.vn beyond any doubt that, irrespective of an attack against the adverse King, 
the mere w-. 'rkness of any square on any part of the board (of which we shall give some 
further explranation) will cause great inconvenience and trouble and very often will be 
fatal. In the middle of the game such points will generally be occupied by a hostile 
piece that will exercise a menacing attitude, and will be extremely difficult to dislodge, 
which often gives the adversary time to strengthen his position, cither by bringing more 
of his forces to bear on such a point or by obtaining greater freedom for his other 
pieces for the formation of an attack in another direction. A game will generally be 
lost when such a vantage ground can be taken by the opponent on the King s side or in 
the centre before the exchange of several pieces have been effected, but such weak 
squares are also dangerous in the ending after the exchange of Queens and Rot)ks, and 
when the Kings ^are brought into play, for it is then mostly important to gain moves with 
the Pawns, and the side that is free from weak points will have a great advantage for 
that purpose. 

But it is specially as regards the powers of the King that the modern school deviates 
from the teachings and practice of old theorists and Chess masters, and we consider it 
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established that tlie King must be treated as a strong piece both for attack and defence. 
'Phis means that so far frc^m the King requiring great protection early in the game a 
few siinidc precautions which we shall further explain, will render him so safe that any 
attempt at attacking his wing will be more dangerous for the opponent than for himself. 
For such attacks can only be formed either by advancing. Pawns on that wing, in which 
case those Pawns become weak for the ending, if the attack fails; or else by directing 
several pieces against the adverse King and thus depUning them for defensive action on 
some other j>oint of the board where the opponent may break in with superior forces. 
But, moreover, several forms of openings have been developed in which the King, though 
apparently on the defensive for sonic time, is brought into action early in the game, and 
after withstanding a seemingly vehement attack, obtains perfect security with the sujierior 
position generally for the ending, by means of forcing the exchange of heavy pieces 
after having gained some advantage in material, but sometimes also in the middle game, 
with nearly all the principal forces of both parties on the board. 

These arc in the main the leading ideas of the modern school, as it has been calletl, 
thougli in Aict, they formulate no more than an extension in general of maxims of play 
which with the intuitive instinct of genius have already been adiqitcd by ohl masters and 
theorists in some of the openings. For instance, the Bishop’s Gambit anil the Salvio 
(jambit show, that though the King has to move early and is deprived of the right of 
Castling, a strong attack can be formed with the minor pieces, owing to the Queen being 
brought out early into the adverse game. Likewise the French defence on the very first 
move of the second player obviates beyond any manner of doubt, for a great number of 
moves, all sacrificing tactics and even the combination play on the j)art of the first player, 
and calls at once for the very treatment that is now advocated as the classical one by best 
play on both sides, and which consists in a steady development without any sacrifice of 
material, circumspective attention to the balance of forces and of position on all parts of 
the board, and the accumulation of small advantages if possible. The principal thesis 
of the modern school may be briefly summarised thus: Among first-class masters 
the capture of the adverse King is the ultimate but not the first object of the game 
-.and by best play on both sides a draw ought to be the legitimate result. 

When it is remembered that a mere alteration in the order of a few consecutive 
moves sometimes leads to an enormous number of new variations it will be easily under- 
stood that a change of a whole system involved the introduction of innumerable new 
lines of play and the development of novel ideas that were often in direct opposition to 
popular notions and tastes. Objections have been raised against the reform chiefly on 
the ground that its tendencies arc calculated to abolish or at any rate to reduce brilliant 
combinations which it is assumed are the special characteristics of the direct attack against 
ihc King. We can only answer that this is a .sort of sentimental objection that ought to 
exercise but very little influence on our game which is e.sscntially of a scientific character. 
We entirely agree with Baron von Ileydebrand und der Lasa who lays down the sound 
maxim: “ 'I'he simplest and the shortest way of winning is the best.'' Correctness of judg- 
ment and calculation ought to be chiefly cultivated in the exerci.se of our pastime, and it 
merely shows primitive taste to prefer brilliancy to soundness. Elegance of style when 
opportunity arises is no doubt an attribute of a great master, but the fact should never be 
lost sight of that the brilliant sacrificing combinations can only occur when either side has 
•committed some grave error of judgment in the disposition of his forces, and therefore, 
only very rarely in important games between fir.st-class masters. Thus, for instance, in 
the matches of Morphy against his most prominent opponents such brilliant sacrifices 
occurred only in 2 games out of 63, and the extraordinary elegance and dfeh of Morphy's 
^style was chiefly shown in his iblindfold performances, games at odds and skittle play 
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against more or less inferior opponents. The same observation applies to the practice of 
Chess masters of our time who have greatly increased in number, and as the game has 
also grown more pojmlar the opportunities arising for first-class players of displaying 
their ingenuity against less skilled opponents are more frequent. In our oj)inion the bril- 
liancies have in no way been reduced in proportion and on the contrary they have 
become common even among players who do not belong to the very first rank. The 
special prizes for instance which are sometimes offered in tournaments for the most 
brilliant games are generally taken by competitors who do not obtain a high score. 'Fhis 
goes to prove that a certain clement of hazard is introduced into the aim for brilliant 
combinations and only those who have little to lose run the risk. Hut even the sound 
combinations that involve great sacrifices very rarely present difllculties as great as the 
maintainance of the balance of position, an<l the strategy required in leading up to the 
final winning process. Very often each player has to look far ahead of possible brilliant 
combinations on the part of the opponent and accordingly adopts means of prevention 
w^hich, though apparently simple, require greater depth and ingenuity than the plans which 
they obviate. Players wdio exercise their faculties for the purpose of acquiring soundness 
of judgment in general will also strengthen their percejitions for the most complicated 
mancxiuvres of the King’s side attack. 


CHAITKR VII. 


Relative Value of Pieces and Principles of Play. 

One of the most important exigencies in the conduct of the game is the exercise of 
llio most critical judgment in estimating the relative value of the Pawns and j)icccs w'hich 
must be strongly taken into consideration in effecting exchanges, as well as in the for- 
mulation of general principles for the guidance of play in all j)arts of the game. Put 
owing 1.0 the endless number and variety of combinations that arc possible over the 
board, it has been found impossible to give more ihan an approximate theoretical and 
practical com])ansoii of the relative powers of the men. In Staunton’s Handbook^ page 
34, it is stated that some scientists have calculated the approximate mathematical value, 
to be as follows : Taking the Pawn as the unit, the Knight is wwth 3.05; the Bishop 
3.50 ; the Rook 5.48, and the ( 2 uecn 9.94. On tliis basis, W'hich in the main is in accor- 
dance wdth our own experience and observations, w c shall proceed to indicate, in connec- 
tion with the above approximate valuation, some of the most important general principles 
of regulating the actions of the men which W'c believe are now mostly accepted by the 
strongest masters of the day, and the knowlcge of wdiich very often enables the player to 
dispense with analysis, or at any rate greatly assists his calculations. As, however, al- 
ready explained in our preface, the scope of this work will not enable us to illustrate the 
application of our guiding maxims any further than is done in our notes to our analysis 
and selected games. We sliall now endeavor to describe seriatim and briefly the 
powers of each man, and its most favorable mode of development, as well as to offer 
some hints as far as practicable about its value and action in the middle game and in 
the ending. 

The King is considered invaluable, according to all authorities, on account of his 
not being litble to capture or exchange, which also involves the complication of his hav- 
ing to move out of check, or to cover the same, or to capture a checking man to the 
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exclusion of ihc choice of other moves. Baron von Heydebrand in Bilguer s Hand’- 
buch very properly describes the power of the King for the Pawn ending as stronger 
than any minor piece, namely, a Knight or a Bishop. We are inclined to extend this 
valuation to all parts of the game, and we would add that the action of the King com- 
bined with one defended Pawn is about equal to that of a Rook, provided that neither 
the adverse King nor any other hostile man can ci>-operate with the latter. We agree 
in the main with the authorities who recommend that the King should as a rule castle 
early on the King’s side, but this refuge of the King is sometimes fraught with danger 
when one of the Pawns on the King's wing — more especially the KKtP or KRP — have 
been previously moved or may soon be compelled to advance. Likewise when the op- 
ponent has obtained the majority of Pawns on the Queen's side it is generally better not 
to widen the distance between the King and the adverse majority, as the King is a pow- 
erful piece in the ending for stopping the hostile Pawns. In either of these cases it is 
desirable to aim first at an exchange of Queens and some minor j)ieccs and to postpone 
Castling or not to Castle at all. The King is sometimes brought into play at Q2 after 
developing the minor pieces on the Queen's side, or at KB2 after the advance of the KB 
P. Castling on the Queen's side is not often advantageous, for it leaves the QRP 
undefended as the Handbtich rightly points out. The notable exceptions are when the 
Queen's file has been opened for the player who Castles on the Queen's side, while the 
adversary cannot open that file; or when the Pawns on the King's side can be advanced 
for a strong attack with the co-operation of other pieces against the adverse King who 
has Castled on the other side. In Castling on either side, it should be remembered, that 
the RP, KtP and JiP on that wing in conjunction with a minor piece, generally a B or a 
Kt at B3 or at B sq. (after removing respectively the KR — K sq. or K — B sq.) form an 
excellent protccti(jn against the larger majority of attacks that can be planned by the op- 
ponent. The advance of either of these Pawns should therefore be postponed as long 
as possible, or else it will form an easier mark for the attack of the hostile men, and one 
of the minor pieces should be kept within convenient reach of B3 or B sq. on the side 
on which the King has Castled. 

Excepting some openings that will be specially treated in this work it is rarely good 
play to move the King in the early part of the game. But this may be resorted to even 
with advantage in some cases when the opponent allows his KP to be taken . with a Kt 
in order to gain the KBP for it. For instance, after the moves i P — K4, i P — K4; 2 B 
— B4, 2 KKt — B3; 3 QKt — B3, Black though the second player may now safely reply 3 
. . . .KtXP and allow his King to be disconcerted for a little while by the answer 4 BX 
P ch., for after 4. . . .KXJ^; 5 KtXKt, 5 P — Q4; 6 Q--B3 ch., 6 K — Kt sq.; 7 Kt — Kt 
5 j 7 Q — Q2; the attack will be soon transferred to Black who has gained the advantage of 
the strong combination of two Bishops and the formation of an excellent centre. Some 
other analogous cases arise sometimes in the opening and may be treated in a similar man- 
ner, Occasionally it becomes necessary in the middle game either for purposes of attack or 
defence to remove the King from one side to the other, and sometimes by way of squares 
in the middle of the board. Such a movement ought only to be adopted with the 
greatest precautions for it generally involves the loss of costly material especially when 
Queens are not yet exchanged. But on the other hand, the strong defensive powers of 
the King ought to be fearlessly estimated, and when no such loss is threatened or the 
opponent cannot bring sufficient pieces up for the attack, it should be remembered that 
it requires a combination of great powers to mate the King. For instance, when he 
stands on any of the border squares and is not blocked by any of his own men, he can 
only be mated by forces that are rarely available for such a purpose in the mMdle game. 
A single piece will often cover his retreat or at least delay mating operations even against 
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Q and R combined. And when the King travels in the middle of the board without 
being obstructed in his movements by his own forces, it requires at least the combined 
strength of Queen, Rook or a minor piece, and one Pawn, which, moreover, must be in 
a special favorable position for the purpose, in order to effect mate. Staunton justly 
warns against giving useless checks, but recommends as generally good play, to give a 
check early in the game when by so doing the adverse King can be compelled to move 
and thus be deprived of the right of Castling. The same authority also says: ‘‘ Do not 
in all cases take an enemy’s Pawn that stands before your King — it may sometimes serve 
as a protection to him.” 

In the ending the King is a powerful piece for assisting his own Pawns or stopping 
the adverse Pawns. In trying to stop an adverse passed Pawn that cannot be supported 
by his own King, it must be observed that the King must stand or be able to move to 
any square of a quadrate that can be formed by taking as a measure of one line, the number of 
squares from the one inclusive on which the Pawn stands up to that of the top row 
inclusive. Thus, for instance, if White’s Pawn stands at QR3, the four points of the 
quadrate are the squares at QR3, QR8, KBS, and KB3, or respectively for Black, QR6^ 
QR sq., KB sq., and KB6. If Blacks King stands on nny square from KB sq. up to 
KB6, ami therefore at the greatest distance between the position of the Pawn and any 
square of the quadrate, he will still catch the Pawn even if the latter has the move. To 
give another illustration, we assume that White's Pawn stands at QR5 and in that case 
Black will be able to stop the P if he stands or can reach any square fri>m Q sq. to Q4. 
Blit it should be noticed that if White's Pawn stands on its original square at QR2, the 
Black King standing on the furthest file of the quadrate, namely: on any square from 
KKt sq. to KKty inclusive, must have the move in order to stop the Pawn, as the latter 
can move two sc^uarcs at starting. Likewise in any original position of the Pawn, the 
adverse King, if standing on any square of his 7th row without at once being able to 
capture the Pawn, must have the first move, even if he is within the quadrate in order to 
stop the Paw n. But unless the King stands on the file in front of the Pawn, the latter 
can never be stopjied if there arc more than four squares in any straight direction between 
the King and the Pawm. 

"I .IK QrEKN is the most powerful piece on the board, and for that reason should not 
be subjected to attacks from inferior hostile men by being brought out early in the 
game. As the Ilandbiich points out it is dangerous, especially in the opening, to 
place the Queen on the same file or diagonal as the King. Before the game is well 
developed, three pieces including the Rook, or two Rooks, may be given up for the 
Queen with advantage, but when the adverse position is well defended and the pieces can 
be brought into co-operation, three pieces, including one Rook, or two Rooks 
are superior to the Queen. Two Knights and one Bishop arc generally infe- 
rior to the Queen. The most favorable points of development for the Queen 
are Q2 after developing the QB, or QB2 as wxll as QKt3 after moving P — QB3. 
The latter development is especially attacking in forms of openings where the KB is play- 
ed to QB4. It is rarely good to play Q — K2 or KB3 in the opening, but such posts may 
sometimes be selected without disadvantage when the adversary has already played P — 
OB3 or is otherwise prevented from bringing out his QKt— QB3, whence the Queen 
would soon be attacked by Kt— Q5. In some of the close games, the Queen may be de- 
veloped at QR4 after moving the QBP in order to post the KR at Q sq. and the QR at 
QB sq. after developing all the minor pieces. In openings in which the QPis advanced 
to Q4 the attack is often formed against the adverse King's side, by placing the Q at Q3 
after having manoeuvred the KB on the same diagonal at QBa or QKt sq. Another 
favorable post for the Queen in attacking the King's side is at KKt3, and in some cases like 
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llic counlcr-atlack in ihc Evans' Gambit declined, or the new attack adopted by the 
author against the French Defence, the Queen may advantageously be brought out 
at KKt4 for an early attack. Yet a player should always be very cautious before cap- 
turing a hostile Pawn or even a piece with his Queen, as situations often arise in which 
the Queen can be afterward blocked cjut and ultimately caught for inadequate material; or 
at any rate her return into her own camp is thus delayed until the opponent has gained 
lime for instituting a formidable attack. 

The Rook. Owing to the original position of this piece, which is blocked up by 
its own men, and the nature of its movements, it cannot be made much use of in the 
early part of the game. 'I’hc KR is in many respects superior to the other for opening 
engagements on account of the earlier fiicilitics for Castling on the King’s side. 'Phe 
two minor pieces on the King’s wing can be sooner developed into attacking or com- 
manding positions in most open games, whereas on the other side, the Queen lias to be 
brought out in addition to the two minor pieces, which in their early development do 
not threaten much and leave the opponent the option of many more replies. In the ma- 
jority of openings commencing with i P — K4, the Castling on the King's sitlc also tillers 
the first opportunities for opening a file for the Rook by advancing P — KB4, and this is 
of the utmost importance for that piece, which can only be brought into action on open 
flies or rows. It should be noticed that the two combined Rooks arc in the most favor- 
able position for attack and defence when doubled on an open file. One of the most 
powerful attacking posts for one Rook and still more for the two combined Rooks, is on 
the 7th row, for usually some of the Pawns of the adversary arc stationed on their origi- 
nal squares and are thus more liable to capture. Such a situation of Rooks also often 
forms an irresistible attack against the adverse King, which is usually confined on the 
front row. Other common ways of leading the Rooks for an attack against llic Kings 
side, is to bring one of them byway of KR3 I0KR3, after the advance of P -KB4 and after 
the exchange or dislodgmcnt of the adverse QB, and then the other Rook in a similar 
manner to KKt3. Such an attack, if well supported by minor pieces or the Queen, is 
often most formidable, but nevertheless, its prospect of success must be well weighed, 
for if the attack fails, the heavier pieces remain uselessly packed together on the King's 
side, a.nd the opponent has the better chance of winning if he can in the meanwhile form 
an attack with his Pawns in the centre or on the Queen's wing. 

Two co-operating Rooks are stronger than the Queen when all points arc well de- 
fended, but more especially when the King is well guarded against harassing checks. 
But it should be remembered that the Rooks are rather clumsy pieces to handle, while the 
agility and long range of the Queen in all directions afford for the latter many opportun- 
ities for defence and attack, especially in conjunction with one or more minor pieces. The 
Handbiich remarks that the Rooks are most fitted for supporting the advance of 
passed Pawns, but much less strong for stopping them, whereas Queens and Bishops arc 
powerful pieces for checking the Pawns. It is therefore advisable for the party that has 
strong Pawns to exchange Queens and Bishops and to retain the Rooks, while the con- 
trary policy should be adopted for the defence. The Rook is generally slightly stronger 
than a Knight and two Pawns; while a Bishop and two Pawns are in practical play a 
shade stronger than the Rook. A Rook and two Pawns are superior to two Knights 
and a little better than Knight and Bishop, but about equal with two Bishops. Two 
Rooks are a little stronger than two Knights and a Bishop, but slightly inferior to two 
Bishops and a Knight. In all cases, however, a great deal depends on various consider- 
ations that have also to be borne in mind when a minor piece is given up for Pawns, 
namely, the position of Pawns, and whether their majority is compact on onctwnng or di- 
vided, whether the King can support his Pawns or whether the adversary's King is nigh 
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enough to stop them, whether or not one or more passed Pawns can be formed, and 
whether there are other Pawns on the board that arc liable to capture or are well defended. 
It also must not be lost sight of that the party having the Pawns, and provided there arc no 
other Pawns on the board, or all othci-s can be exchanged, has the only chance of win- 
ning, whereas the parly thus fighting against the Pawns can only play for a draw. 

In the ending when trying to advance one or more i)asscd Pawns without the King 
and against the adverse Rook alone, it is generally best to place the Rook bchiml the 
Pawns in order not to obstruct their advance. But when fighting against hostile Pawns, 
it is mostly advisable to attack them in the rear or to stop the one furtliest advanced in 
the same manner. TVo passed Pawns on adjoining rows will win against the Rook 
with or without the move when they have both reached the sixth square of their file, 
provided that the adverse King is at least at a distance of three clear squares from the 
Pawn next to him, and that neither Pawn can be taken by the Rook at once. In a sim- 
ilar manner, three adjoining passed Pawns on the fifth squares of their file will win 
against the Rook with or without the move if the adverse King is at a distance of at least 
four clear squares, and provided that neither Pawn can be taken at once by the Rook. 
Hut it is necessary to know that if the Rook attacks any of the Pawns excepting the mid- 
dle one of the three, the Pawn thus attacked should be given up and one of the others 
should be pushed, when the remaining two will secure reaching the sixth square before 
the adverse King comes up. If, however, the Rook attack the middle Pawn that l awn 
must be first advanced. 

Thk Bishop. The relative value of this piece has given rise to diflerent opinions 
among masters and authorities. Some have shown or expressed a distinct preference for 
the Knight in the ending and it has also been asserted that in conjunction with Queen 
and Rook, the Knight is stronger than the Bishop. Hut after careful consideration of 
the average of positions that have attracted our attention anil tlie few exceptions positive- 
ly in favor of cither piece, we have come to the conclusion that the power of the Bishop 
corresponds for practical purposes with its estimated superior mathematical value over 
the Knight in the opening, and in the middle part as well as in the ending, and in the 
majority of combinations with other forces. The great power of the Bishop, especially 
ill conjunction with the other Bishop for attack in all directions, as well as for the de- 
fence has been first systematically and consistently demonstrated in practice over the* 
board by the great German master, Louis Paulsen, who may be regarded in many re- 
spects as one of the chief pioneers of the modern school. 

In the opening the KB is preferable to the other on account of his usual aggres- 
sive bearing against the hostile King s side. Ilis best post in the development of open 
games is at QB4, whence he is often retreated to Q3 or QB2 after advancing P — Q4 and 
P — QB3 if the opponent has Castled on the King’s side. In some openings in which the 
adversary is enabled to bring his Kt — K4, or in close games, or when the opponent threat- 
ens an attack on the King’s side by bringing his pieces or Pawns to bear against the KKt5 
square, the KIkis sometimes better posted at K2 in order to avoid its being exchanged for 
a Knight or for other defensive purposes. The QB is mostly developed at Q2 or K3, but 
in some openings he can be kept at home for a long time until P — KB4 can be played 
with advantage, and in case the adversary capture that P with the KP, an excellent 
game will often be obtained by retaking with the Bishop. As already stated it is often useful 
to keep the respective Bishop within reach of the B sq. on the side on which the King 
has Castled. It is usually best to keep both Bishops in communication with both wings 
and for that reason as well as on account of the superior value of the Bishop it is very 
rarely of Advantage to pin an adverse Knight. Notably should the pinning of the hostile 
K Kt by QB — KKts be avoided excepting when some clear advantage or compensation 
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can be perceived. For the opponent by attacking the Bishop with P — KR3 will either effect 
an exchange more favorable to himself, or the Bishop will have to retreat with great loss 
of time. It is generally disadvantageous to allow the QB to be driven back to KKt3 
of communication with the other wing, especially when his Knight is posted at KB3. 
For defensive purposes it is generally advisable to retain the Bishop of the color on 
which the majority of Pawns are placed or likely to be fixed, more especially when such 
Pawns are stationed on dilferent separated diagonals. For the attack, the Bishop should 
be retained of that color on which the majority of the adverse Pawns arc placed and an 
advantage will then generally be effected by endeavoring to break through with well 
supported Pawns. The superiority of the Bishop over the Knight is also shown by the 
fact that the former when placed on any square of the board will command at least 7 
squares of one or more clear diagonals. In the middle of the board at K4, K5, Q4 or 
Q5, he will command 13 squares. On the other hand, the action of the Knight may be 
reduced to the command of no more than two squares, if he be placed into any of the 
four corners of the board, and the maximum of squares which he can command is eight. 

The great power of the two Bishops combined has already been alluded to. I'hey 
are a little superior to Bishop and Knight and considerably stronger than two Knights. 
With the qualifications mentioned in our description of the properties of the Rook where 
we have also given some comparative valuations of Bishop and Rook with Pawns on 
either side, we would further compute that two Bishops and two Pawns are considerably 
stronger than Rook and Knight, and that one Bishop is much better than three Pawns. 
But it should be j)ointcd out that two passed Pawns on the sixth row even if separated 
will win against the Bishop with or without the move, if neither can be taken at once, 
and the adverse King stands at least three clear squares distant from either Pawn. On 
the other hand, a Rook \vould easily stop such two or even more separated passed Pawns 
if they cannot be supported by their King for some time, by simply placing the Rook on 
his second or first row. 

'ruK Kxight. Some of the old authorities maintained that this peculiar piece should 
not be brought out in any manner as to block one of the Pawns, and therefore not at B 
3 before having advanced the respective BP two squares. The King’s Gambit and the 
Bishop's Gambit are founded on that theory. But it is now universally acknowledged 
•among experts that i P — K4 on each side, 2 KKt — B3 or 2 QKt — B3 are excellent 
moves, and in most openings the defence ought also to bring out the two Knights on 
their respective third squares without minding the blockation of the Pawn in front of 
them. After Castling on the King s side it is generally a good plan to remove the KKt 
in order to advance P — KB4, and often Kt — K sep is the best retreat for the purpose. 
But we disapprove on general principles of the plan sometimes adopted of playing P — K 
R3 in order to retreat Kt — R2. The QKt is often manoeuvred from QB3 via K2 to KKt 
3 for the attack, but he is also developed sometimes via Q2 to KB sq. either before or 
after developing the QB and thence to KKt3 or K3 with good effect: When either 
Knight can reach the adverse KB5 without being liable to be driven away or exchanged 
he will occupy a very menacing position against the adverse King’s side, which will 
greatly strengthen any attack in that quarter. The Knights are well adapted for entering 
into “a hole'’ or a weak square of the adverse game (of which terms we shall give 
some further explanations anon) especially when supported by Pawns on each side. A 
Knight is only very slightly stronger in general than three Pawns. Of its other relative 
valuations we have already .spoken under the previous headings, but it is a peculiar fea- 
ture of the Knight that he will be generally stronger than the Bishop in the ending when 
the opponent has a doubled Pawn that cannot be dissolved, more cspecially^when the 
one in front is of the opposite color of the Bishop and is not protected by another Pawn, 
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for then the Knight by attacking that Fawn will at least keep the adverse King engaged 
for its protection, while his own King will be free for action. This ingenious maxim 
was chiefly brought into recognition by Herr Winawer. 

The Pawn. The skilful management of the Pawns which form a phalanx before 
the King and the other pieces, is one of the most important items in the conduct of the 
game. Owing to the privilege of promotion to a Queen, or any other piece chosen, 
which the Pawns possess when reaching the eighth square the loss of one of them is in 
the large majority of cases fatal among first-class masters. It is, moreover, now recog- 
nized among ex jicrts that not alone the weakness of one single Pawn but also that of one single 
square into which any hostile man can be planted with commanding cflcct, will cause 
great trouble, and often the loss of the game, and that by proper management of the 
Pawns such points of vantage need not be opened for the opponent. 

The centre Pawns, namely, the KP and QP will have to be moved in the larger 
majority of openings sooner or later in order to free the pieces on each side, and they are 
not alone the best fitted for commencing operations, but we would lay it down as a 
rule that they arc the only ones that ought to be moved in the early part of the game for 
various reasons. In the first place, as long as the three Pawns on each wing remain 
unmoved; there is no weak square or “a hole ” on the side which takes that precaution. 
The latter term which is now generally accepted as a technical definition, was first used by 
the author in The International Chess Magazine 1886, where the dis- 

advantage which it is intended to describe was also first pointed out, and it is most 
important for the learner fully to appreciate that disadvantage. The ‘‘hole ” iiieans a square 
on the third or fourth row in front of a Pawn after the two adjoining Pawns have been 
moved or captured. Thus, for instance, after the opening moves i P — K4, i P — K4; 
2 P — QB4; there are already two holes in White s camp, namely, one at Q3 and one at 
Q4. These holes will be all the more dangerous as long as the adverse QP remains at Q4, 
for th at Pawn stops the advance of two hostile ones and by skilful play Black will retain 
that advantage for a long time. If White s QP is afterward moved to Q3 lliat Pawn will 
be weak ami even if he succeed in exchanging that I’awn for another, the squares at Q3 and 
Q4 remain weak, and White will have to guard against the entrance of hostile men on 
those squares with one or more pieces, since both the Pawns that j)rcviously could aflbrd 
protection against such entrance arc advanced. A hole or a weak square are still more 
troublesome when the oj)ponent is enabled to open the file on which they are situated 
for his Queens and Rooks. In the opening or middle jiart a hole or weak square arc 
most dangerous in the centre or on the King s side before Queens arc exchanged, but in 
the ending such weak points are generally more troublesome on the Queen’s side. 

In the next place, it is a great advantage for the ending to have as many Pawns as 
possible unmoved on their original squares, for it is often most important to be able to 
gain a move by having the option of pushing a Pawn one or two squares. Furthermore, 
we have already explained that three unmoved Pawns on the King's side in conjunction 
with a minor piece form a strong bulwark against an attack on that wing, and we shall 
also show anon some reasons against moving the Pawns on the other wing. 

S\. 2 iunion^s Handhook,. page 44, gives the following good advice; “It is generally 
advantageous for your Pawns to occujiy the middle of the board, because when there 
they greatly retard the movements of the opposing forces. 'Phe KP and the QP at their 
fourth squares are well posted, but it is not easy to maintain them in that position, and if 
you are driven to advance one of them, the power of both is much diminished.’' To this 
w'e would add that in general two Pawns arc stronger abreast than on a diagonal. The 
former con^mand two Black squares and two White ones in front, while in the latter 
situation, one of the squares is occupied by a Pawn and all the points covered are only 
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of one color. As a rule it is unadvisablc to advance any Pawn beyond the fourth square, 
for the further a Pawn is advanced into the hostile cam]) the sooner he becomes liable to 
capture or inconvenient attack especially in the end. At the utmost a Pawn may be 
sometimes advanced to the fifth square when he can be well supporleil on each side by 
so-called chains of Pawns that cannot be broken ii]), but it is very rarely good play to 
advance a Pawn to his sixth square. 

In the early part of the game the formation of a centre such as two Pawns abreast 
at K4 and ()4 is a very desirable object, and in the (jambits of the the King’s side the 
KBP is even sacrificed for that purpose. With the view of strengthening the centre it is 
usually belter to ca]iture with a P toward the middle rather than toward the wing when 
the capture can be efl'ecleil by two difi'erent J’awns. When both sides have moved P — 
K4 and have also Castleil on the King's side, it will be often advantageous to allow 
the KJil to be doubled in order to form some attack on the 0])en KKt hie, or else with 
the object t)f afterward dissolving the doubled I'awn by advancing P — KB4. In like 
manner, the doubling of a Pawn on the Qli file may be useful in order to obtain com- 
mand f ir the (^)K on the open QKt file and with the view of advancing P — 14 . But 
an isolated douliled Pawn, especially one on the Rook's file, is mostly a great disadvantage. 
Most jjarticiilar care sliouhl be taken that the opponent does not obtain the majority of 
Pawns on the (Queen’s side, on the wing o])])osite on which tlie Kings of both parties 
usually Castle. J‘\)r a skilful jilayer will generally manage to cut olf the King from crossing 
to the other siile, and the weaker Pawns, thus dejiriveil of the help of a powerful piece, will 
rarely be able to oiler suflicient resistance to the o[)posite superiority of force. 'riie ma- 
jority of Pawns on the King's side is rarely of much use, for the Pawns of that wing can- 
not well advance without exposing their own King, and in the cncliiig tlie liostile King 
is near at hand for sto])ping them. 

Each Pawn has its own peculiarities 'which \vc .shall endeavor to describe briefly. 
T'hc two Rooks' Pawns are the weakest, as each only commands one square, while the 
others cominand two. But each when advanced is only liable to be allaeked by one 
Pawn on the hostile Knight’s file, while the other Pawns can be attacked by two hostile 
Pawns, one on each side. Wlieii the opponciil has lirsL moved P--KR3 after Castling on 
King’s side while y‘>u have iu)t yet Castled, you may also reply P -KR3with the view then 
of advancing soon P KKt4 and endeavoring to break through with the Pawns on that 
wing. It is also good j)lay U) drive back a hostile i)iccc by P — KR3, but otherwise, es- 
pecially when you have Castled King’s side such an advance is not good, for it cxj)0scs 
that Pawn to attack in many contingencies and it also makes it inconvenient to advance 
the KBP, since a hole is then formed at KKt3. 

'I’he KKlP if advanced to KKt3 leaves at once a hole at KR3 and at KB3, for it is 
assumed that the KP has already movcil, or will have to move soon. If he advance to 
Kt4, siipi)orted by P-- KR3, he leaves ailditioiial holes at KI-U and KR4. 

It is advantageous io advance the KBP to B4 after Castling wlicii an adverse Pawn 
is fixed at K4 by your own KP which sln^iuld be well defended. If your QP lias been ex- 
changed for the oi)t)osiic KP, it is more often better to jilay P — KB3 in supjiort of your 
KP. If tlie KP has been exeliuiged 011 each side, it is rarely good to advance the KBP, 
for it leaves a weak sc[uare at K3 against which an attack of the hostile Rook can also 
be directed. If the KBP remains unmoved, he will often give good support to the QB 
or KR at K3. 

'I’lic advance of the KP to the fifth square is sj>ccially objectionable, as the oppo- 
nent will mostly gain opporl unities, by P — KB3, of opening an important file for his 
Rook. Likewise, if the QF play to his fifth, the answer P — QB3 will release ^he adverse 
Queen and open a promising file for the hostile QR. 
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When the QP has been exchanged it is seldom right to advance P — QB3. Likewise, 
when the QP is still at Q3 the advance of the QHP will leave the QP weak, and again, 
under other conditions, it retards the development of QKl — B3 with scarcely enough ob- 
ject in the opening. But still P — QB3 is often a good move later on. \ 

The advance of the QKtP naturally leaves holes at once at QR3 and at QB3, as P to 
Q4 or P — Q3 arc either supposed to be done already or sure to follow. Finally the early 
pushing of the P — QR3 can hardly do any good, but loses time and makes the subse- 
quent ailvancc of the QBP which is sometimes good and necessary, objectionable on the 
ground that a hole will be created at QKt3. 

Thus it may be repeated in general that in most openings only the KP and QP 
should be manucuvred in conjunction with a rapid development of the minor pieces, 
and though the ivBP and the QBP may also sometimes assist, it is at least useless and 
often ct)mpromising to move RP or KtP on either side in the early part of the game. 
A Pawn attack may, however, often be formed with advantage when the opponent has 
crowiled too many pieces on one wing or when he has given an opportunity for effecting 
a promising break through on cither side by advancing one of his Pawns; but as a rule the 
fight in the centre in c»^njunction with the two Bishops* Pawns will be sufficient, and at 
least the option of moving one or two squares ought to be reserved for the ending for the 
other Pawns. 

There are other principles based on reasonings by analogies betw^een different 
positions, as well as comiiarisons ami combinati<ms between different principles when 
they come in conllict with each other, but as explained in the preface they are outside 
of the limits of this work, for they would require too laborious illustration. However in 
our ini nuhictory comments on the games between Messrs. Steinitz and Tschigorin we 
give some instances of the application of principles in the opening with some explana- 
tions of their influence on later stages of the game. 




THE RUY LOPEZ. 


So called after a Spanish bishop who lived during the reign of Philip JI. He is re- 
puted to have been the greatest player of his time, and he published an analysis of this 
opening in 1561. It has been held by the greatest masters to be one of the strongest 
openings that the first j)Iayer could adopt, and the author has tried the attack in various 
forms since 1876, when he first applied a combiniition of principles, which were quite new 
at the time, in his first match game against Blackburne. We also adopted it in Vienna, 
1881 ; in London, 1883; and in the match against Zukertort for the championship of the 
world in 1886. Nevertheless, we have come to the conclusion, aftercareful analysis, that 
this form of oj>ening is no exception to the gencnal rule, inasmuch as the pinning of the 
Knight by the Bishop in the early part of the game cannot be of any advantage ; and wc 
find now that at the utmost the game can be made even by White against the best de- 
fence, which wc think is 3. . . .P — Q3. Our reason for deviating thus from the time-hon- 
ored 3. . . .Kt — KB3 (or 3. . . .P- --QR3; 4 B — R4, 4 Kt — B3) is that after 4 P — Q3 
(Aiidcrsscn's key move of the attack adopted one move later against Morphy, who, as 
usual at the time, had played 3. . . .P -~(^R3, whereupon White retreated 4 B — R4) Black 
is compelled to play 4. . . . P — (^3, and if White then continue 5 P — Bj, Black has de- 
prived himself of the resource of 4 P — KB4, which in our main variation, in Col. i, he 
may successfully adopt, and thus foil the plan of White to keep up a retentive attack 
similar to that obtained in modern variations of the Giuoco Piano. Compare Col. 3, 
which is most in accordance with the style of attack adopted by the author against Black- 
burne in the first game of the match in 1876. (See illustrative games.) 

The main difference after 3. . . .P — Q3; 4 P — B3, 4 P — B4, from the ordinaiy lines 
of defence is that White will gain no benefit from the Giuoco Piano system of attack, for 
instance, by 5 P — (^3, and the prospective open file for the Black KR after castling, will 
more than outweigh the little inconvenience of his KB's being confined. White is 
also unable to manojuvre his QKt via Qz and KB squares to K3, as in the leading varia- 
tions of the attack against other defences ; as, after Black has moved P — KB4, the first 
l)laycr has to look out for protection for his KP, which will be further attacked. This 
sort of attack wc consider in this opening as well as in Philidor's Defence, the most con- 
genial to the principles of the game. 

In Cols. 4 and 5 we endeavor to demonstrate that an attack initiated by 7 P — Q4, 
which was first adopted by the author in his match against Zukertort, can be repelled 
with advantage for the second player, should White try to play for more than an even 
game. The queried moves in those columns, viz.. Whites, nth, 12th, and 
13th moves, in column 4, and White's 13th and 14th moves, in column 5, are, we 
believe, plausible and not easily answered ; wherefore we have selected them as speci- 
mens of efforts on the part of White to gain an early superiority. But, we believe, after 
the key moves of Black's counter-attack in Col. C, namely 7. . .PXP, and 8. . .P — Q4, 
the defence gets at least an even game against all other lines of play that are at White's 
disposal. In Qol. 6 we show the result of neglecting the counter-attack of 7. . . .PXP. and 
adopting an unnecessary development move instead. Little difference as it would seem 
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to make, wc think that White, after 7. . . . 13 — Kt 2, obtains the superior game by getting 
rid of his KKt at I33 and exchanging it for an adverse piece, thus liberating his pawns 
on that wing for an ultimate attack. 

Col. 7 disposes, we believe, of Mortimer s defence in a novel but ciTective manner. 

In Col. 8 we deal with a variation j)laycd by Rosenthal against the author in the 
London Congress of 1883 (see illustrative games), but we find no alteration necessarv in 
the line of jilay adopted by White, who ought t** maintain the pawn gained. 

Col. 9 represents the play of both sides in this opening, as authorized and practised 
by the best masters thirty years ago. We have in the main variation omitted the moves 
P — KR3 on each side as absolutely useless. If Wliite docs not play that move, it would 
be, of course, all the more a waste of time for Black to attempt it. 

Col. 10 is a defence tried by Paulsen, and Col. 11 deals with the variation for the 
second jilaycr, which we ourselves experimented upon in the London 'rournament. Col. 
12 shows a defence of our own, which, after some trials in Vienna and in America, we 
hoped to establish as the sound one; but, although against the ordinary line of attack 
we think the game can he made even, we find we cannot recommend the same, on the 
grounds jiointed out in our note No. 29. 

In Col. 13 we ciuleavor to demolish an attack which we ourselves favored in our 
last match with Zukertort, and it is especially the move 7 P — Q4 which wc now object 
to, on the ground that Black, by being enabled to exchange his KP, obtains liberty to 
advance P — Q4. 

Ill (\) 1 . 14 wc present an old variation favored by Auderssen as first jilayer, and suc- 
cessfully adopted against various opponents until he played it against the autlior in the 
Vienna 'rournament of 1873. last six moves of Black wore systematically made on 

the principle that, as there was no immediate King s side attack to be feared, Black was 
not b(jund to hurry with the development of his pieces, and especially Black s i2lh move 
was considered a venture, according to the old notions of rapidly bringing out the pieces. 
The object of this move was, however, to bring that Kt into action at Q5 by way of K2 
and QBj, and this manoeuvre has since been fully approved of by analysis and adopted 
in practice by the strongest players, though an opportunity to play this defence rarely oc- 
curs, as the strongest players agree now, in consequence of the example of this game, 
that 6 BxKl is disadvantageous for White. 

Columns 15 to 18 inclusive, might occur by a transposition of moves in the Four 
Knights’ Game. We do not think much of the attack by 5 QKt — B3 ; for even when 
Black in answer replies 5. . . 13 — B4, a move which brings him into great difTicultics (see 
Col. 17), wc fiml lu) more llian an even game at the utmost in the end of that variation. 

fiict that White has advanced the KBP, and has left several points of entrance for 
Black in the centre, will tell against him in the ending, and he has no chance of effect- 
ing any great improvement in the middle game. Wc very slightly prefer Black’s game 
for practical purposes, though theoretically we can make it no more than even. Col. 18 
represents an attack which tends to combine a sort of Four Knights’ (}ame with 
the Ruy Lopez. It was for a short time in favor with first-class players, until Zukertort 
disproved it in practice with the line of play which wc (juote. 

In Col. 19 the attack pursues the plan of allowing the KPto be taken in order to re- 
cover the P later on. Though White accomplishes that object, his KB becomes blocked 
up, and Black forms a majority of pawns on the Q wing, which we believe in the end 
ought to be in his favor. In the two next columns the Q P is given up temporarily, 
but though the balance of material is restored by force, White can obtain no more than 
an even game; and if, as in C(d. 21, he exchange one of his BishopSffor a Kt, and 
allows Black to free his KB file after castling, the defence gets a slight advantage. 
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In Col. 22 the move 5 Q — K2, if defended by 5. . .P — Q3, shows a loss of time for 
White if the attack proceed on the Giuoco Piano principle, and we do not think that any 
other line of attack is more promising. 

In Cols. 25 and 24 defences which have been hitherto recommended and practised 
by masters are, we believe, shown to be inferior. 

Cols. 25 to 30 deal with the defence of the Berlin school, 3. . .Kt — KB3 before 
playing P — QR3, or without the latter recourse altogether. Excepting in the middle 
columns, which are given as examples of how to utilize a weak move on the part of the 
defence, the first player does not gain any perceptible advantage in position. 

Cols 31 to 36 inclusive, deal with Birds defence 3. . .Kt — Q5, of which we cannot 
give a good account. There are some odd continuations which Mr. Bird played 
in connection with his favorite defence ; but though he has played them with great skill, 
and sometimes with success, it does not alter the principle that Black cannot afford to 
allow one of his centre pawns to be doubled. All our examples arc treated in quite a 
novel manner from some point more or less early. 

Cols. 37 to 42 treat the unusual defences 3. . .Kt — K2, or 3. . .P — KKt 3, and fin- 
ally 3. . .P — KB4. Against the two first-named moves, the (iiiioco Piano attack by 4 P — 
QB3 is, as usual in this opening, the most effective one. For neither of these variations 
is the more direct attack of 4 P — Q 4 of much use, as we show in either our tables or 
notes. Against 3. . .P — KB4 we give an attempt at a direct King's side attack based on a 
sacrifice of two pawns, which we believe ought to be successful on account of the near 
analogy of the position to the Danish Gambit. But the line of play indicated in our 
notes, viz., playing the QKt via Q2 to Kt 3, in order to recover the P, is quite good 
enough. As the defence 3. . .P — KB4 is very rarely adopted, we have not given it much 
analysis. 
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Column I. Move 1 1 . . . . Pi — k3. 
Ill.ACK. 


Column 4. Move 12 k — s«i. 
IJLACK. 
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1. Col. 1. — ^4 P — Q4, 4 PxPf 5 QXP (or, 5 KtxP, 5 ^ — Q2 ; even game,) leads to a variation ol 

Philidor’s defence, for which compare Col. 2 , p. 2 . Or if 4 liXKt. eh., 4 PxB ; See Illustrative 
game between Anderssen and Suhlc, and our comments. 

2 . Col. I. — ^'Phe same position may be arrived at in the Ponziani. The variation also resembles one aris- 
ing from a variation in the llamppe or Vienna opening, the only difference being that While has 
already played P — QB3, and cannot bring his Kt — As will l)e seen, this coniributes strongly 
to his having the dihadvantage, for the most likely continuation is as follows : — 12 P — (^B4, (If I2 
0 — Kt5, 12K— K3; 13 PxKt, 139x9; 14 BX 9 . H I'XPf-) 12....9— R4 ch.; 13 P— Kt4, 
(If 13 Kt — 153, 13 K — K3 and wins.), 13. . . . 9 XP eh., 14 Kt — 9 ^* 14K — sq*; *5 PXKt ch., 15 K 
— K3 \ . If n . . . .K — K3 ; 12 JiXl^t, 12 PxB; 13 9 — ch., draws at least. 

3 . Col. 2. — Or 7 KtxP, 7 B — ^,^2, even game. 

4 . Col. 2. — It II KKt — Kt 5, II P — KK3 ; 12 Kt — K6, 12 91 ^ 1 XP ; 13 KtxB, 13 9 — J^2 ch. ! + 

5 . (.'ol. 3.- -.\ move recommended and adopted by Herr Englischof Vienna. 

6. (‘ol. 3. — We consider this stronger now than 7 P — 94 * White’s object ought to be to avoiil the 

exchange of his KB for an nltimate attack at Kt 3 or 9B2, and lirst of all to manceiivrc his Kt via B 
sq. to K3. He \>ill havt! his minor pieces available on both wings, while Black’s KB is confined on 
the K’s side and of little use. 

V. Col. 3. -Black might now try to get rid of his usi*less B by 7, . . .B •K3, but after 8 Kt — B sip, 8 
B-1- B; 9 CJXB, Black’s K side remains weak. 

8 . Col. 3. -- White has a little advantage on the grounds stated in Notir 0. 


9 . Col. 4. — For clearly 15 BxPeh. is of in> use, ami in reply to 15 KtX(i\ *5 I'^IXP c‘h. follows with 
the exchange ahead. 


10 . Col. 5. Or, II B-K2, II KtxKt; 12 BxKt, 12 P— 9R4, even game, for if 13 P— (^)R3, 13 P— 

9R5, etc. 

11 . Col. 6.-lf 8 ....PX 1 ’; 9 BxKt, 9BXB; 10 KtxP; 10 BXP; ii 9 -lUch., II B--B3; 12 KtX 

B, 129-4J2; i3Kt— B4, i3(,)XKt; 14 (;>X 9 14 ^X 9 ; *5 Kt -R5 1 . 

12 . Col. 6.— Best. For if ii BxB; 12 KtXBP, 12 KxKt; 13 9 -Kt3 ch. and wins. 

13 . Col. 6. — ^VVhitc has a strong attack against the K’s side. See Illustrative Game. 




CoUinm lo. Muve 9. 1 * — QU3. Column ii. Move 10. B — K3. 

BLACK. BI..\CK. 



WHITE. 


WHITE 
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M. Col. 7.~Whitc dare not capture the P, on account of 5 P— <?B3 followed by O— R4 ch., win- 

ning a piece. But he obtains, by the move we recommend, an attack like, that in the 'I'wo 
Knights* Defence, with the advantage of a move ahead. 

16. Col. 7.— Or 5. . . .P— B3; 6 Kt-B3, 6 Kt— Kt 3 ; 7 P— KR4, 7 P~KR4; S P— 04 , 8 B-Kt5; 9 P 
XP, 9 ^tXP; 10 0 - 04 +. 

16. Col. 7.— If 10. . . .Kt— Os; II 0-^5 ch., It K— O2; 12 KtxKt, 12 PxKt; 13 BxP, 13 KtxP ch.; 
14K— Osq., HKtxR; i 5 Q--B 5 ch.,i 5 K - 03 ; 16O— K6ch., 16 K-B4; 17 B--K3 ch., 17 K— 

Kt4; (or 17 K— Kt 5; 18 B — O2 ch., 18 K— B4; iqBxPi and wins) iS B B4ch., 18 K R5; 

(or — 18.... K — R4; 19 B — O2 ch., 19 B — Kts; 20 OXP ch., and w'ins) iqOXP, i9P-'B3; 20 
P--Kt3 ch., 2 oK— K ts; 21 B-Q2 ch., 21 K-R6; 22 B— B s(|. ch., 22 K-Kt s; 23 P-R3 Mate. 


17 . Col. 8. -It would not do to play 5 BxKt, 5 QPxB; 6 KtxP, on account of 6. . . -O— QS (better 

than 6 BxP ch.); 7 B -K3, 7 OXKt; 8 P— 04 , » OXKP; 9 PxB, 90 xKtP; with a pawn 

ahead and a fine attack. 

18 . Col. 8.- -Black would get a bad game after 17 PxP; 18 PxP, 18 B— Kt3; 19 P — Ks, 19 Kt — 

04 (<*r, 19 Kt K5; 20 P —0 S etc.) 20 Kt - B3, 20 KtxKt; 21 PxKt, threatening B— KtS, etc. 

19 . Col. 8. — Tor continuation see illustrative game between the author and Mr. Rosenthal. 


20. Col. 9.- -On [irinciple this ought to be disadvantageous, as it drives the P, where he wants to go. 

21. Col. 9. — White would gain nothing by 4 BxKt, 4 QPxB; S RlXP, S — Q 5 » clc. 

22. Col. 9. — Up to this point the moves are from two match games Iwtween Anderssen (White) and 
.Morphy (Black). The former played here 9 P — KR3, and the latter also ri^jilied 9 P— KR3. We 
consider l)oth these moves useless. 

23. C'ol 9.— If 9 QB Kts; *0 P ’ KK3, 10 BxKt; (or 10 B — R4; ii P — KKt 4, ii B— KKt3; 

12 R K sq. + ) II QxB, II O — O; 12 Kt— (^2, with the better game. 


24. Col. 10. — A defence undertaken by Paulsen against Anderssen. 

25. Col. 10. If 6 P--C)4, 6 KtxP; 7 KtxKt, (or, 7 KtxP, 7 KtXB; 8 RPxKt, 8 K 2 +) 7 PxKt; 

8 (JXP, 8 P-QB4; 9 <.>--KS ch., 9 Q— K 2 ; 10 QxQ ch., 10 KtXC)+. 

26. Col. 10. --Or, 6 B— B4, 7 KtxP, etc.;- Or, 6 Kt— B3; 7 Kt-Kt 5, etc. 

27. Col. 10.— If 7. . . .P -KK3; 8 P- QR4, 8 Kt -B3; 9 Q-K2+. 

28. Col. 10.— Or, 9 P - KB3; 10 Kt— KR3, etc. 


29. Col. II.— Should Black try to relieve liis KKt by 10 P— KB4; the best answer is 11 P — B3, 

for if Black exchange Pawns and Rooks the game is still more in White’s favor. 


30. Col. 12. — This attack has been invariably playeil by the opponents of the author, who (2. the 

author), for a long time favored the defence initiated by the jjrevious move, viz., 4 KKt— K2. 

But we believe that White will get the best of the position by managing tlic attack on the Giuoco 
Piano principle, which we recommend in all variations in which Black’s KB is confined. He ought 
to proceed with S P “B3, S P — QS ; ^ B — Q4, 6 B — Q2 ; 7 B — B2, etc. 

31. Col. 12. — Threatening to win a piece by P — B4, followed by P— B5. 

32. Col. i2.-^Much better than 9 P— QB4, which leaves the QP weak. 

*3 
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('olumii 16. Move ii R— K sq. 

Itl.Al'K. 



Column 18. Move 13 P — gj. 

m.ACK. 



WIIITK. 


WHITE. 




THE RUY LOPEZ. 


II 


33. Col. 13. —In the match by correspondence lietween Paris and Vienna, the latter playeil here, 6 

IJ -K2; and the game cuntinmxl 7 QKt— (^2, 7 O— U; 8 Kt 11 sep, 8 Kt- <^>2; 9 P -K3, 9 P— 
P4; loPxP, 10 RXP; II B— Rt3ch., ii R -Rsq.; 12 P -KR4. We consider this defence as 

good as any other in this opening, but we would decidedly give the preference to 8 Kt— K sq.; 

instead of 8 Kt— Q2. 

34. Col. 13. — As usual, we prefer QKt — (J2, followed by Kt— B sq. and Kt — K3. 

36. Col. 13. —In the T^mdon toumanicnt (1883) occurred here Ixitween the author (White) and Mr. 

Zukertort, 8 QB -Kt2; 9 P- Qs, 9 Kt— K2; 10 P — yR4, 10 PxP; n BxP ch., ii Kt— Q2; 

12 P — KR4. Though White ultimately lost the game by weak play, we liave no doubt that he has 
the superior position at this juncture, owing to the weakness of Black’s QRP and QBP. 


36. t3ol. 14* — Black threatens now Kt — (>5» altogether the superior game. 'Fhe al3ove moves 

occurred first in a game between Prof. Andcrsseii (White) and the author in the Vienna tournament 
of 1873. 


37. Col. 15. — 'I’liis variation is arrived at by a transposition of moves in the Four Kiiiglits’ (»amc. 

38 . Col. 15. Some authors recommend 6P Q3, 6 P- QKt4; 7B Kt3, 7P — (J3; 8P — KR3? We 

think there is no objection to this line of play, excepting that we would substitute 8 Kt • K2. The 
move wc* advocate is necessary, if White w.-intsto open the ganu* by P (^>4. He cannot well do so 

at present, for after 6 P--<,)4, 6 PxP; 7 KtxP, 7 KtXKt; 8 QxKt, 8 P — QKt4, Black will win a 

piece, since if 9 B -Kt3, 9 P --<,)B4, followed by P— B5, etc. 

39 . Col. 15.— If II . . . .P— B4 ; 12 y— 14, 12 0—0 ; 13 P— f^R4, etc. 


40 . Col. 17. — A dangerous move to deal with in ])ractical play. 

41 . Col. I7.--Tf 6. . . .BXP ill.; 7 KxB, 7 KtXKt ; 8 P— (,>4, 8 KKt— Kt5 ch.; (or 8. . . .QKt— KtS 

ch.; 9 K— K(sq.,9P— OKt4; io B— Ktj, jo P— (,>3 ; ii P— KR3 f ), 9 K— Kt sq., 9 Q— K5 ; 
10 P — KKt3, 10 O 'B3 ; II 9 K2, II Kt — B6 cli.; (or ii . . . Q)Kt3 ; 12 K--Kt2) 12 K 
Kt2, i2(,)KtxRP; 13 Kt Q5-I-. 

42 . Col. 17.— Better than 7. . . .B -KtS '» 8 PXKt, 8 KtXP ; 9 -Q4, 9 KtXKt ; 10 PxKt, 10 B-K 

2 ; II Q-KKt4-}-, for if Black castle, there follows B -R6, etc. 

43 . Col. 17.- Not 13 P— (j)Kt4; to which Wliite would cfTectually reply 14 P -QR4. Now the 

positions arc even, although by any other move than 9....Kt — Bs, Black gets the worst of the 
game, as prove«l in an analysis by Prof. Berger, which we see quoted in Salvioli’s work, and which 
we Mieve appeared first in the Schachzeitung. 


44. Col. 18.— If 10 Kt— Kt3, 10 Kt -Kt3 ; 11 KtxB, ii P— Q3+ 

45. Col. 18. -This variation occurred between Blackbume (White) and Zukertort in the Paris tourna- 
ment of 1878- 
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46 . Col. 19.— If 6 PXP; 7 R"’ ^ sq., 7 P — KB4; (7 P-— Q4 IS obviously worse, as White equally 

replies KtxP, and must win a piece ultimately by P - KB3) 8 KtxP, 8 KtxKt; 9 QxKt+. Sal- 
violi also points out the main play of the followiii}; attack, if in lieu of the text move Black play 6 
. . . .P— Q4; ? viz.: 7 KtxP, 7 B— Q2; 8 KtxP, 8 KxKt; 9 Q— R5 eh., 9 K--K3; 10 Kt-B3, 10 
KtxKt; (or 10. . . .Kt— K2; 11 KtXKt, ii BxB;- if PxKt the answer B-Kt3 eh., followed by 
Q— B5 eh. or Kt5 eh. mates 12 Kt— B5 eh., 12 K— Q3; 13 KtxP eh. and wins) ii PxKt, ii P 

KKt3; 12 R -K sq. eh., 12 K— B2; (or 12 K— B3; 13 QxQP, etc.); 13QXQP eh., 13 K-Kt2; 

14 QB- - KtS, 14 Q— B sq.!; 15 B ' 0 Kt 3 , 1$ B — K sq.; 16 R— K7 eh. and wins. 

47. Col. 19. — Should White attempt 7 KtXP^ the best answer is 7 KtxKt (not 7 PxB; 8 KtX 

Kt followed by R — K sq. + ) 8 PxKt, 8 Kt — B4; 9 B — Kt3, 9 KtxB; 10 RPxKt, 10 B - Kt2, etc. 

48 . Col. .19 — Tsehigorin played here P — QR4 against Rosenthal in the London tournament. 

49 . Col. 19. — We consider this move, which was first adopted by Anderssen, as best, for it removes a 
loose piece into security and opens the advance of P — QB3, (eventually, but only in rare cases, P- 
QB4 might be ventured for Black. lf8....B — K3; S.alvioH rightly recommends 9 P -yB3, and 
we find that this strong move might lead to the following continuation, 9. . . .B - K2; 10 B B2, 10 
Kt B4; II Kt (J4, II KtxP;? 12 P KB4, 12 Kt B5; 13 Kt— B6, 13 tj— (,>3; 14 KtXB, 14 K 
XKt; 15 P --B5, 15 B— B sip best; 16 P- -QKt3, 16 Kt— Kt3; 17 Q Q4, 17 P KB3; 18 P 

18 PXP; 19 B-QR3, 19 QKt— (.)2; 20 P— QK 4 . 20 Kt-Kt2; 21 R -K sq. ch., 21 K y sq,; 22 
R — K6 and wins. 

60 . Col. 19. — Threatening RxKt, followed by BxP ch., and much stronger, we think, than B— K3. 
If 9 Kt - K15, 9 KtxKt; 10 BxKt, 10 P — (>113; 11 P— yR4, ii B- K3; 12 PxP, 12 RPXP; 13 
RXR, 13 yxR: 14 P--QB3, 14 P— KR3, we slightly prefer Black. 

51 . Col. 19. -None of the moves of the B are satisfactory in our opinion, as the B ni>t only ought to In; 
reserved, but ought to be kept in communication with b»)th wings. If, for instance, 9. . . . B Kt5; 

10P--KR3, 10 B --R4; (lo BxKt; II yxB is obviously worse for Black) ii P— KKt4, fol- 

lowe<l by Kt— R4 and P -KB4. 

58 . Col. 19. We consider this better than KtxB. 

53 . Col. 19. — Followed by Kt — QB2 and B K3. 


54 . Col. 20.— 5. . . .yKtXP is obviously disadvantageous, as White replies 6 KtXKt,6 PxKt; 7 P— K5, 
7 Kt — K5; 8 Qxl\ 8 Kt «-B4; 9 B— Kt3, 9 KtxB; 10 RPxKt, 10 B -K2; 11 B B4 with the 
superior game. 

55. Col. 20. 7. .. .KtxKt leads by a transposition of moves to the position in our la.st note. If 7 

Kt — B4; 8 Kt 115, 8 O -()!; (or 8 KtxB.?; 9 KtxP ch., 9 K- B sq.; 10 B -R6, 10 K -Kt 

sq.; II Kt B5, II KtxKP; 12 R -K sq., 12 P— Q3; (or 12 P- KB3; 13 Q ^5 ch. \-) 13 R 

XKt and wins) 9 BxKt, 9 KtPxB; 10 KtXli ch., 10 yxKt; ii P -KB4. White has slightly 
the better game. 

56 . Col. 20. — Or II PxB, ii QKtXP, with the superior development. 


57 . Col. 21. — This variation is from Salvioli, with whom we agree that the attack has passed over to 
Black’s side. 

58 . Col. 22. -White having moved 5y-~K 2 was a loss of time, and Black’s last move neutralizes the 
attack, for he threatens now P — y4, etc. 


59 . Col. 23.— 'Po provide against the adverse advance of P — QR4* If 6. . • -B — B4; 7 I* — ^^ 4 , 7 QR 
— Kt sq.; 8 PxP, 8 PxP; 9 QKt-B3, 9 P— Q3; 10 yKtXP, 10 QB— KKtS; ii B -R4H . 

60 . Col. 23. — Black has a weak spot at KB4. B- -B sq. is now of little use, as White answers K---R 
sq., followed by P-KKt3 and P— KB4. And if 10. . . .P— KKt3; ii B-R6, ii R -Ksep; 12 
P— KKt3, 12 QKt— R4; 13 B— B2, 15 P— QKts; 14 Kt— Q2, with the superior game. 


61 . Col. 24.-Or 7. . . .QR— Kt sq. ; 8 PxP, 8 PxP; 9 QKt - B3, 9 P -Kts ; 10 Kt-Q5+ . 
68 . Col. 24.-^If 8 P— Q3; 9 Q— B4 and wins. 
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Col. 28. Move 12. 9— R6. 

HI.ACK. 


Col. 30. Move 14 ... .r — 95 . 

BLACK. 



WlliTK. 


WHITE. 
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63 . Col. 25. 01*4. . . .B -K2;? 5 Kt- J53, 5 P-g3 ; 6 P— 04, 6 PxP; 7 KtyP, 7 C>2 ; » KtxKt. 

8 PxKt ; 9 B O3 1 

64 . ( ol. 25. Best. If 7. . . VPXH ; 8 PXP, 8 Kt— B4 ; 9 R (^) sq. 9 B -(j2 ; loP - K6, 10 PxP ; 
II Kt — K5 and wins. 

65 . Col. 25. -Of course necessary as White threatens KtxBP. 


66 . Col. 26. In the London tournament, 1883, Winawer continued here against Zukertort 7 Q- K2, 
7 gB--KB4 ; 8 P KKt4, 8 B Kt3 ; 9 P— KR4, 9Q-Q2 ; lo KtxP, loQxKP ; ii KKt— KB3. 
II Q Q2; i2Kt-Kt5. 12 g K2 ; 13R Ksq., 13 0 -0 - 0 ! 1 

67. Col. 26. --7.... B B4 or....P KB4 are obviously bad on accourt ot the reply KtxP; and if 

7 Kt B3 ; 8 KtxP, 8 B ■K3 ; 9 Q--K2 (threatening KtxKBP) 9 B — K2 ; 10 Kt- B3+ 

68 . Col. 26. — The position is very similar to one in the 12th game of the last match ludween Steinitz and 
Zukertort, the <lifterence being that White in the present variatiou is ahead in the development 
while Black lias advanced P — gR3. 

69. Col. 27.- From a game between Winawer and Heilpern (SalvioH.) 

70. Col. 28. 'riireuteiiing (JXBP ch. followed by R — R5 mate. 

71. Col. 28. - If 11 P- KR3, 12 P -Q4, (threatening BxRP) 12 K — R2 ; 13 Kt— B5 and wins. 

72. Col. 28. There is nothing better. If, for instance, 12 P— 03 J *3 >3PXR ; 14 0 — 

mate. 

73. C^ol. 29. Or 7 B- 03 » 7 0 - 0 ; 8 QKt-B3 ; 8 KtxKt, 9 RxKt, 9 P— (.)P3 ; P--PKt3, 10 

Kt K sip, even game. 

74. Col. 29.— Better, we think, than 9 P — ^4 which would give White an earlier opportunity of dissolv- 
ing his doubled P by P - QB4 after Kt - KB4 and O- - O, 

76. ('ol. 29.— Necessary, for if 9 O O ; 10 KtXKBP and wins. 


76. Col. 30.— Black may also play 4. . . .QKtxP ; 5 KtxKt, 5 PxKt ; 6P— K5, 6P— QB3 ; 7 0—0, 

7 PXB; 8B Kt5, 8B - K2; 9 PXKt, 9 BxP ; loR- K sq. ch., 10 K B sq.; ii BxB, n 
QxB ; 12 P- QB3, 12 P~Q4 ; 13 PxP, 13 K3 ; 14 Kt B3, 14 P - gR3 ; 15 R-Ks, 15 R— 
g sq.; 16 g -Kt3, (so far this variation was played lx.-tweeii Morphy and Anderssen and the lat- 
ter now played 16 Q K2) 16. . . .P- KKt3 ; and we think Black ought to maintain Jhe P with 

the superior game, for ifiyKtxP* ^7 RxKt; 18 KxK, 18 K— Kt2 ; 19 R— Q6, 19 BxQ, fol- 
lowed soon by R - gB srp with the superior game. 

77. Col. 30.-- Continuation 15 BxKt, 15 QxB ; 16 gxP, 16 R- K sq.; 17 g— B2, i7B-Kl5fol. 
lowed by B- R4, and QXP (Salvioli). 
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7 S. Col. 31— If 6 B—B4, 6 Kt— R3 ; 7 P—03. 7 l'“04 ; S^xP, 8 KtyP ; 9 Kt -Q2; 9 B-K2; 10 
Kt— K4, (or 10 Kt— B3, 10 Kt — Kt3; etc.,) 10 0—0 even game. 

79 . Col. 31.— Or 6. . . .B— B4 ; 7 P-~03, 7 Kt-K2 ; (7. . . .Kt -B3 ; 8 P— K5, 8 Kt-04 ; 9 P— Kt3 
leads to a similar line of play as in the main variation in favor of \Vliitc)8 Q — R5, 8 P—04 » 9 
Kt— O2+ 

80 . Col. 31. —It would not be good play to advance P— Ks at once as Black after Kt — K5 threatens to 
attackthcBby Kt— OB4. Nor is 7 P— OB3. 7^—04; 8 P— Ks, 8 Kt-02; 9PXP,9 0— Kt3; 
favorable for White who cannot sujiport the 0 ^ ^7 Q — KKt4 on account of 10 KtxKP. 

81 . Col. 3 i.._If 7 ....B— K2; 8 P-KS, 8 Kt- 04 ; 9 0 -’Kt 4 + 


82 . Col. 32. -There is nothing better. If 9 K — ^K2 ; 10 B — Kts ch., 10 K— 03 ;(<>** lO Kt— B 

3 ; II P — Ks) II 0 — ^7 and wins ; for if ii. . . .Kt — K2 ; la^BxKt ch. and mates next move. 

88 . Col. 32. ^ -This variation occurred in tlie I-Kjndon tournament of 1883 Ixjtween F.nglisch and 
Winower. 


84 . Col. 33.— If 8. . . .Kt— Kts ; 9 F— KR3. 9 KtxKP ; 10 R— K sq.+ 


85 . 0)1. 34.— (V 9. . . .Kt— Kts ; *0 P— KR3, 10 Kt— R3 ; 11 P- 0 ^^ 3 . ** PXP ; 12 PXP-f 


86 . C()l. 3S. — This loses soon by an ingenious process. But even after 7 . . . . Kt — B3 ; 8 BxKt, 8 PxB ; 
9 P — KB4, we prefer White. 

87 . Col. 3S. — ^This v.ariation is the invention of Mr. O. K. Barbier, and is given in Lipschiitr.’ edition of 
Gossip’s Manual. 


88 . Col.36. — ^The sacrifice of the V is not sound, but it leads to interesting play. 

89 . Col. 36. — ^In a game Ix^wccn Mackenzie and Bird in the London tournament of 1883, the former 
played here 9 P — Q3 and the game proceeded 9....P — f^R4; 10 O — O, to R — R3 ; ii PXP. 
II 11 — ^KKt3 with a strong attack. It should l)e noticed that if 9 PxP, qKt— B3 ; 10 BxKt ! 10 
PxB ; II 0 — 0 , II R— K sq.; 12Q— Kt3, 12 B— R3; with an excellent attack. 
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90 Col. 37.— A defense adopted by Steinitz against Blackbixrne in the Vienna tournament of 1873. 

91 . Col. 37. —Wc consider this stronger than the continuation 4 P -Q4, 4 PyP ; 5 KtXP, 5 KtxK.t ; 6 

QXK-t, 6 Kt — B3 ; 7 Q — Q5, 7 B — K2 ; 8 Kt--B3, 8 O — O, (not 8 B— B3 as played by Steinitz 

in the above named game. (See illustrative games) 9 B — Q2, 9 Q — K sq. followed by I' —03 with an 
even game. 

92 . Col. 37. — The position would lx: identical with a variation in the Ponziani opening if now followed 
6 Q — B4, 6 Q— Q4; etc. 

98 . Col. 37. — Or7....PxKt; 8B -B4, 8 Q — ^KB4; 9 O — O (equally good is 9P — ^4) followed by 
P-KB 34 

94 . Col. 37. — Of Course the Black dare not take the B on account of Kt —i )6 ch. 


96 . Col. 38. — There is nothing better as White threiUena Kt — Kt 5 or • ()Kt3. 

96 . Col. 38.- - Black’s Kt is useless and his position is much cramped otherwise. Tf Black now play il 
. . . P — 4^B4 ; White answers B — K3 followed by QKt — Q2, 


97. Col. 39 — Mr.Barnes,the originator of this defence, justly gives this as Black’s l)est move in his analy- 
sis published in Brentano’s Chtss Monthly. 

98 . Col. 39. ■ Or 10 Kt— B3 ; ii U — K sq. ch., 11 Kt — K2 ; 12 B — Kt5, 12 P — B3 ; 13 (,)B-— KB4-I- 

99 . Col. 39 — Black must exchange B for Kt and then he has an isolated P and a hole on his King side, 
while liis Q side is also too much exposed to allow his castling on that side very comfortably. 


* 100 . Col. 41.— If4.. ..KKt— K2; sa-O, 5 P— (,) 4 ,? 6KtXP,6 PxP ; 7 KtxP! 7KXKt; 8 Q— 
R5 ch., 8 Kt — Kt3 ; 9 QXB+. This variation occurred between Golmayo and Steinitz in their last 
match game of 1888. 

101 . Col. 41. ■ The combination of the last three moves of Black formed Boden’s favorite defense. 

102 . Col. 41.— After 7 Kt— R3, 7 Kt- Q sq.; 8 Kt B4, 8 Kt-B2; 9 Kt— K3, 9 P- B3 ; 10 
Kt— B5, 10 y— B scj.; II B Q3, II P— KKt3 ; followed by P Q3 as played in a game between 
Morphy and Lowcnthall, Black obtains an even game. The move in the text obviously threatens 
BxKt followed by P R5. 

108 . Col. 41.— If 8 P Q3 ; 9 P— R5, 9 B— R2, I (for if BxPi then obviously P --(,>5 wins ; and if 

9. . . .KtXP ; 10 BxKt, 10 RXB ; il RxKt, ii BxR ; 12 O— R4 and wins). 


104 . C0I.42.— Or5 B— Kt5ch.; 6P— B3,6PXP; 7 7 PXP ; 8BxP with a strong attack, 

or else 6 QKt -Q2, followed by 0—0 and Kt-~Kt3. 

106 . Col. 42.— The safest plan for moderate players would be 7 QKt— Q2 followed by Kt— Kt3 and 
R — sq., or QB— KI5, recovering theP with the Ixitter game. 

106 . Col. 42.— White’s position is similar to that arising in the Danish Gambit, but we think it is more 
in Whitt’s favor than the latter opening. 

107 . Col. 42.— Or 9 Kt— 14 ; 10 Q— B3, or if 9 P— Q3; sq., or Kt -Kts. 
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Golmayo v. Steinitz. 

1. Game I.-^ PXP is also cood. It transposes the game into a position arising in Philidor’s dc- 

fence. Compare Col. 13 p. 148 

2 . Game i. -Though this cramps the adverse pieces, Black obtains the initiative of an attack against 

the fixctl KP. Tf 6 PxP» f> PXP ; (not 6 KtXP ; on account of 7 KtxKt, and if 7 BxB ; 

8 KtX^^Pi 8 KxKt ; 9 Q — R5 ch. + ) 7 B— QB4, then 7 - • . .Kt — B sq. with the view of answering 
Kt— (J3 against the attack by Kt— K15 is the only correct play. 

3 . Black has evidently the best of the game. For if White answer PxP the P retakes with a formid* 
able attack. 

4 . Game i. — B -B sq. with the object of playing Kt -(J2 was, we believe, Ijctter. 

6. Game i. — ^The subsequent loose position of his (,> and B is fraught with danger. In such a blocked 
situation freedom for his () to retreat to Q2, if necessary, should have been reserved and, B right 
back to B sq. was the projier move. 

6. Game i. — Necessary for his plan of breaking in at the 19th move. 

7 . Game 1. — Whether or not he takes this l\ Black obt.ains a strong attack by Kt — QB 4 * 

8. Game I. —Black threatened KtxKP followed by BxKt, or vice versa. 

9 . Game i -If 21 (|)XB, 21 P -B3 ; 22 Q -B4, 22 P QKt4 wins the Q at once. 

10 . Game i. -Much Ixjtter anyhow was KtXB, though the could not be saved, even then, if Black 

replied R -K sq. 

11 . G ame i. — Not as correct as R- -K sq., threatening R -K3, and leaving White without resource. 

12 . Game i.— Atler 24. , . .R— Q sq.. White has no other option than to give up the Q tor two pieces, 
commencing wilh PxB. 

13 . (iarae 1.— PxB was still his liest plan. 

14 . Game 1 .—White has lost a*Rook and yet cannot save the Q. If 27 P~K5, 27 R (R2)— K2 followed 

by R— K3, etc. 


Ponce V. Steinitz. 

15 . Game 2. — This may be as safely played as KKt -K2, adopted in the previous game. 

16 . Game 2. — If 8 Q -Q4, Black’s best answer is 8 O -B3. 

17 . Game 2. -A premature preparation for the attack which leaves the R unprotected, ami subsequently 

caustrs him embarrassment. It was for many purposes better to develop Kt— B3, followed by B — 
< )2 and the other R — K .s<]. 

18 . Game 2. — Still Kt B3 was preferable. 

19 . Game 2. — 11 KtxP was tempting, for after 12 (^XKt, 12 R — K sq.; 13 BxP ch., 13 KxB ; 14 

Q — B3 ch., 14 K — Ktsq.; Black has the superiority of position. But if White aii.swcred 12 RxKt, 
we prefer his game after 12 1 * — f^4 ; 13 R — Ksq., 13 PxB ; 14 — ^ 3 * ^‘fc. 

20 . Game 2. — ^Always a con-siderjiblc compensation f«)r allowing his Pawns to be doubled in the present 
and similar openings. By compelling White to advance the QKlP, Black indirectly obtains 
greater command for his KB, which can be easily unmasked by removing the Kt that now blocks 
his action. 

21 . Game 2. — Recovering his P but .subjecting himself to an irresistible attack. 

22 . Game 2. — Threatening Q — R4 at once, or after BxP ch. 

23 . Game 2. — If24Qxy» 24RxRch.; 259 — B srp, 25 BxP ch.; 26 K— B2, 26 B— Kt6 ch. ; and 
wins, for White must now capture the B, as he would lx: mated in two moves if he retreat K— 
Kt sq. 

24 . Game 2. — ^This loses at once, but even 26 Kt— Q2 would not liave saved the game on account of 

26 B- B3 ; 27 R— -K8, 27 BxP; 28 R— Qsq., 28 Q - 'QB7; and wins. 

26 . Game 2. — Obviously Black wins the Kt now by Q— B4 ch. ; or if 27 R— Q B sq., 27 B— Kt7. 


Anderssen v. Suhle. 

26 . Game 3.^Andcrssen generally adopUnl this early exchange, which, however, we do not approve of. 

27 . Game 3. — ^A hazardous venture now that White will lx; soon ready to castle, and this alone makes 
the counter gambit more dangerous than in a similar position in the Philidor defence. 

28 . Game 3. — A splendid move which gives him an irresistible attack, as it forces a break in Black’s 
centre sooner or later. 

29 . Game 3 «v^ White has admirably conducted his attack, but we foul^t the policy of the sacrifice . 

(Continued on 23.) 
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GAME No. I. 

Movit 19 KtXQP 

HLACK .STKIMTZ. 



GAME No. 2. 

Move 19 P — Kt6. 

MLACK— STEINITZ. 






WUlTK-l’ONXK. 


GAME No. 3. 


Mow 27. Kt (,>6. 
HLACK— si;ni.K. 



GAME No. 4. 

Move 39. <»> -P>3. 

ISLACK - /.rKKK'I UK I , 



WHITE— STEINITZ. 
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(Ctmtimied from page 2 1), 

which this and the next hidden move initiated, and we would liavc preferred the plain Q — R5 which 
must have recovered the V with the superior ((amc. 

30. Game 3. — This effort to prevent the ch. of the Kt much endangers his^game, which, we believe, was 

quite good enough after 18 Q -K2 ; 19 Kt ch., 19 K— B wj. ; 20 KR— K sq., 20 B ~K3 ; 

21 QR -Q sq., (after 21 RxB, 21 QxR ; White has no discovered ch. with the Kt that would 

much imperil Black’s game) 21 Kt -B2; 22 KxH, 22 (>XR; 23 Kt--B5 ch., 23 K— Kt sq.; 

and w'ins. For if now 24Kt--K7 ch., Black answers QxKt, and if RxR ch. first, the Black 
King obviously gains a sriuare for escape at B2 after retaking with the Kt. 

31. Game 3. — Again 19 Q — K2 was better and might have led to the following continuation : 20 

KR — K sq., 20 B — K3 ; 21 Q-- Kt5 ch., (or 21 Kt— B6 ch., 21 K — B2 and wins) 21 K — B2 ; 22 
KtxPf 22 R--Q3, etc., with a defensible game. 

32. Game 3.— White could have won here at once by 23 Kt— K4, 23 Q— K2 ; (or 23. . . .RxR ; 24 Rx 

R, and wins either by <»)XB ch., or R— 98 ch. accordingly), 24 Kt- -(J6, 24 Q— Q2; 25 -B4ch., 

25 R Rt ; 26 Q — Kt5, 26 K B S<1. (We see nothing Ixitter, if (^)XKt the reply QxR ch. is suf- 
ficient to will. If 26. . . .Kt — B2 ; 27 KtxKt, 27 (,)XR ; 28 Kt -R6ch., and mates next move, other- 
wise White thre.atens R K7) 27 KtXB, 27 ()XR ; 28 Q— KB4 ch., 28 Kt— B2 ; 29 Q— Kt4 ch., 
29 K — Kt sq., (ifKtor R interposes he loses his Q) 30 Kt -K7 ch., 30 K — B sq.; 31 Kt— Kt6 
double ch., 31 K Kt sq.; 32 Q — B8 ch., 32 RXQ ; 33 Kt — K si|. mate. 

33. Game 3. — Salvioli justly points out that Black would have escaped now with a piece ahead by 
K— B2. 

34 . Game 3. — If 27. . . .P— KR3 ; 28 KtxKt, followed by Kt — Kt5 ch. Or if 27 t^>XKt ; 28 R -K8 

ch., followed by <JXB anti wins easily. 


Steinitz v. Zukertort. 

35. Game 4. — Compare Cols. 4, 5 and 6 of our tables for analysis up to this juncture. 

36. An excellent move which neutralizes the attack of White’s Pawns. 

37. Game 4. Certainly lx:tter than PxP in whieh case White could not make much use of the open KKt 
file, and Black after retaking with the Kt, might eventually enter at KB5. 

38. The key move to White’s future operations is the centre. White can defend tins P if attacked by 
the adverse Kt without being compelled to advance P — 0 Kt 3 in which case Black woiihl olitain 
some counter attack by P — R5. 

39. Game 4. — If 19 R -QS ; 20 B— Q3, 20 Kt— Q3 ; 21 P— QKt3, threatening Kt— B2 or B— Kt2. 

40. (himc 4. — 'Phe exchange is unfavorable for Black, and wc should have preferred B — KB sq., as 
White’s Kt could not do much harm for the present. 

41. Game 4.- -The best defence for this I*. If 23 P — QKt3 ; 24 R — (,)B sq. thrc.atcning R — B 6. 

42. Game 4. — An iiidilTerent move whicli in noway alters the course of Wliite’s attack, but, practically, 
his line of defence would not have been much changed. If z6. . . .P - -yKt3 ; 27 B — B3, 27 Q — K2 
or K sq.; 28 (J ■ KB2, etc. 

43. (hamo 4. Besides attacking the QKlP, the move in the text prepares a strong onslaught with the 
KBP eventually. 

44. Game 4. — Useless. It would have Ixjcn better to have exchanged Rooks at once. 

45. Game 4. R — QB sq. was much better. For whether White .answcrt:d 1* -Kt3 or B-“b)5 Black 
coidd answer Kt Kt4, and though in the latter case White would still have some att.ack by 1 * — 
KB4, which, however, would not have been as potent, as he could not avoid the exchange of his 
powerfully posted QB. 

46. Game 4.— ^Thcre is hardly any satisfactory defence against the attack here initiaterl. 

47. Game 4. —If 35 — PXP ; 3 ^ QXBP, etc. 

48. Game 4. - -No better was 36 PxP ; 37 QXP, 37 QXQ ; 3 ^ RXQ, 3 ^ Kt— Q sq.; (or 38 Kt 

— K2 ; 39 BxP ch., 39 K moves ; 40 R— B3, etc.,) 39 P— Kt6 and wins. 

49. Game 4.— P— B6 was threatened, and if 37 B— B sq.; 38 BxP ch., 38 KxB ; 39 PxP double 

ch., 39 K— K3 best ; 40 Q— B7 ch., 40 K -Q3 ; 41 R-^ sq., ch., and wins. 

50. Game 4.— In the hope that White might take the QKt— P to which Black would answer Kt— Q4 
threatening B— B4 ch. 

51. Game 4. —The decisive answer which prevents the entrance of Kt — Q4 and attacks the indefensible 

RP. 

58. Game 4. — ^RxB is the only defence and then would follow BxP ch. and P — B6 mate. 
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Game 5. Game 6. 


Lomiou TournamefU I^ndon Chess Cm- 
]886. 1883. 04 


GUNSBERC; 

SCIIALLOPP. 

q 



4Kt k2 54t 

rlL.l?3 

Op B3 
B-R4 _ 
0kt--ki3 
I^R4 55 
ip kK4 

p B — K Kt5 
0g-Kl3 


STKINI'I'Z 

ROSKNTIIAL. 


10 


v - (^>4 

PXP 


56 


;)B KKt 5 
1*XP 


^B -14 

I* B3 

65 

•(^) -K2 
(J -0 

66 

*::?C 

ll-Ktj 

BxKt 

67 

ktl'x'l! 

Ktxl’ 

68 

»* Vi 

MXP 


14 


l) (J-O 
1‘Xl’cli. 

1) 

K Kt s(|. 

|0 0? 

57 

58 

'V l<3 

It lt2? 

59 

IfIkY 

.liXKt 

60 

I'XKt 
,1! Ks cli. 

^KtxB 
^OXRt ch. 


*'B--()3 

1 

*OkR--K.s.i. 


U Kt Kt4 
P— B4 
^ijKt K2 

j nR K ^<1. 

I<5 

If 

A^P O4 

irR K5 69 
^^PXl’ 

-I 

AOri 02 

ini* -KKt3 70 
A^j R6 
jgR Rsq.J^ 


rgil9 


1) 61 


OR-Ksq. 
B K3 

l< K3 


m 


. Rt3 
P--(,)4 


63 


‘*5 

ooRt R,\ 

““B m 
nqR R sq. 
50g.ZkB3 

g ^Rcsitgus. 


nnR^ B3 

“^Kt B3 
OiRt Rt4 

nn^UJL 

““B Bs 

Rt3 

R4 
niRl - B2 

■24 jUR 3 

np P (,>Rt4 
aOij B2 

nnl 


n KKt-^B3 
"OKt— ] 




QKt-B3 

Game 7. 

hUemational Chess 
Magtinine^ 
Marcli, 1885. 

SELLMAN 
STETNITZ. 


10 


15 

16 

17 

18 


23, V 


Game 6 — Cont’d. / 

inlb:?? ^*5 

Kt Ks 75 ‘ 
RXKt 76 ( 


I’XR 

HXB 


77' 


Kts 

D« Kt 2 7a 
,Kt-R4 
I Kt - R4 
.Kt Rs 


31 

’ 32i>xi> 

-.R Ksq. 78 
OUR-ktsch, 
n.B -Kt3 
U’RXBchl 79 


26 

27! 


»‘-VRi 

lt-K4 

^KKt— K2 . 
r_Q4 

i’xi* 

Ktxl’ 

ktXKt 

rVXKl 

1* yKt4 
B-Kti 


80 

B -kj 
11-J14 

81 

Kt Bj 

V -Ks 


Kt-1<4 

B-B2 

82 

'Kt-Us 
iV -Its.,. 

'It K2 
il’-VKts 

83 

‘Kt-Ku 

1> Ks 

84 

1> ^4 

iV Kj 

85 

KKt4 

^B--K13 

86 

P -OB4 
|P KP>4 

87 

'I’-QS 

Vi 

88 

I’XRBP 

,BXP 

'Kt V4 

B Kr> 

89 

1! Kt4 
,lt Kt; 

90 

Kt Bs 

iV Bi 

'P 0^> 911 

BXR 92 

'PXB 

0 0 

93 

'B- V4 

0 - Rt4 

94 

p KR4 

rV Bs 


Game 8. 

JjOHdm Chess Cm- 
gress, 1883. 

'^'SCTITGORTN 

ZOKERTORT. 


3k 


4 


Kt B3 
O 0 


99 


RtXP 

p P — 04 

0B-K2 

Okt-03 
nBxKt 
*Ol^XB 
n»’XP 

oi * P.3 106 

qPXP 101 
OBXP 
B K3 


0-0 
()Kt— 02 


102 


Game 7— Confd. 



uUb K 3 

QiQ -B? 

ulkt-06cli. 
n„K Ktsq. 95 


10 ; 

llKt Ite 



A“1>-K1!4 

Kt__ 103 __ 
lOj* IJc 



14 i>...ks 

^rKKt-()4 103 
lOf J56 
1 oV *^'S jW* 
lOo Bs.,. 

i^ KK-Vs., . 

i»15-R; 

.nV K4 

lORt kt4 106 

in’i'Xi’ 

ioi'XKl 



“Ul>xl>! 1) 
„-RxR 106 
“lKl-k6ch: 

22^r’' 


Kt B5 ch. 
O qR - - B 3 
^W(>-R 6 ch.' 

24 K-K 4 


25~ 


B-Kt2ch.l07 
K 04 


“KIXP 

,KtXR 


73 


35 


PXR 


P B8 qoeening. 
RX(,) 


33q_R5 

u^O K5 
Kt2 


K6ch. "''Kt— K3ch. 
Bsq. 96 qqK-B 4 lOa 
97 B5ch. 
98017RI V4 


D 


iJRxRt 


P B; ch. 
fXP 

^ Black mates in 
two moves 


'Kt K/ch. 

qqK— B 2 

“»KixR 


■35 s_r 6 

nn QXB 

uOQ-B6iiiah. 


'KlxB 

jjKxRt 109 

UO R4ch. 

.R -B4 


tch. 
and wins. IIO 
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Gunsberg v. Schallopp. 

53 . Game 5* — To this game was awarded the brilliancy prize in that tournament ; 

54 . Game 5. -A defence first adopted by Mortimer in the l^mdon tournament of 1883. Should White 
capture the KP he would lose a piece by the reply P -yb3, followed by i) R4 ch. 

55. Game 5. This weakens the King’s side and is the cause of future trouble. But we believe he could ^ 
afford that by proper subsequent play, especially as Black has a])parently nothing better than to' • 
oppose his KRP in the same way. 

56 . Game 5. Black now enters on a bold and spirited attack which is only justified by the result, but 
we believe is not analytically sound. 

57 . Game 5. — All very clever and relatively correct as he must stand or fall with the attack, which he 
has initiated at the cost of material. 

58 . Game 5. — But just a little precaution on the part of Wliite might have turned affairs, B Kt3 attacking 

a P and getting a piece into safety which stood loose on the Isoaril was clearly the proper play. 
The move in the text was simply an error, and is taken advantage of by the opponent with great 
ingenuity. 

59 . Game 5. - -After this his game becomes rapidly disorganized. He still could have made his defence 
good by B - stp 

60 . C lame 5.- -Of course the natural seijuence. Bl.ick after this gives no re<t to the enemy, who is prac- 
tically beaten already. 

61 . (hunt* 5 — This point constitutes the brilliancy quality of this game, 'rhough the soundness of the previous 

sacrifice of two Pawns is very questionable, (he game is now well redeemed by this offer of a sacri- 
fice of the O, which, if accepted, would Ix! followed by mate in three moves, namely, by PxR 
queening ch., B ROch., and R- K8 mate. 

62 . G ame 5. If R— Q sq.. Black would win a R by exchanging Queens, fiillowed by BxR and R— K8 
ch., and if KxP Black would win speedily by yxP i^h., etc. 

63 . Game 5. 'fhere was no resource. If 21 Kt— Q2, 21 B — Kt6; 22 P--(^)4 (or 22 Kt- K4, 22 RxKt); 

23 BXP ch., 23 KxB ; 24 R Ky ch., 24 K Kt stp; 25 Q— KB3, and wins. 


Steinitz v. Rosenthal. 

64 . Game 6. - To this game was awarded the special prize for brilliancy in the grainl tournament of 
I that (Congress. 

65 . Game 6. -Though Black obtains some attack by this and the next move, the line of play here 
adopted cannot be recommended, as Black has to .sacrifice a I’, which sh«)uld give White the advan- 
tage. 

66 . Game 6.— If 5 P— Qi ; b 94 > b I’XP; 7 PXP* 7 B Kts ch.; 8 K -B sq. + threatening 

G-R4. 

67 . Garni: 6. -Better than P — (^5, in which case Black could well retreat Kt — Kt .sq. 

68 . Game6.-Best. If 8 QPXB : 9 KtxP.gKtXP; 10 R K sip, 10 P or B -KB4; 11 Kt --Q2, 

with an excellent game. 

69 . fiame 6. — I.oss <»f time, as the opponent’s next two excellent moves prove. 

70 . Game 6. If 17 RxP, 17 B B2; 18 P— B4l)est, iS Kt --B3, with an excellent game. 

71 . Game 6.- If now 18 RXP, KR -K sq.; 19 Kt — B3, 19 B Kt2 ; 20 R - yKl5 (or 20 R Q 6 , 20 

B— B2 ; or 20 R— KKt5, 20 P~K 1<3 ; 21 R- Kt4, 21 Kt K4, etc.), 20 B B3 ; 21 R - Kt3, 

21 Kt --K4, with a strong attack. 

72 . (iaine 6. — B— B sij. was much better. If, however, 26 B - -R4, White could not capture the B on 

account of the answer R B3, but he could move OR Kt sip, tollowed by Kt Kt4 if once more 
attacked by K GB sip 

73 . Game 6. — An unsound .sacrifice if White liad played properly. 

74 . Game 6. An error which costs the game. PXKt instead would have won easily by 30 PxKt, 
30 BxP; 31 Kl2, 31 B— R7cli.;(or 31.... Q K5 ; 32 B-\)2 and must win), 32 K— B 
sip etc. 

75 . Game 6. — A beautiful rejoinder which turns the tables. 

76 . Game 6. -This makes matters worse. The iK-st defence now was Q—Kt2, which might have M to 

the following continuation: 31 Q— Kt2, 31 R— KKt3; 32 B -Ktj, 32 ch.; 33 KxQ, 33 

BXB; 34PXB, 34KXPch.; 35K - R2, 35, RxP ; 36 Kt --Kt4, lollowed soon by K QB sq. 
If, however, 31 PxKt, 31 R— Kt3 ch., 32 B—Kt5 (of course if 32 K -Rsq., 32 Q -B6ch. and mates 
next move. Or 32 B— Ktj, 32 BxB and wins), 32 BxP ch.; 33 K -B2!, 33 B -Kt6 ch; 34 K— K2, 
34 Q— Kt5 ch., with a winning game. 

77. Game 6 .— Beautiful play. Though the adversary comes out a piece ahead the line of attack in the 
text is much stronger and ‘finer than recovering a clear R by R -Kt 3 ch. , in which case White 
would have interposed the B followed by Q— Kt 2 in reply to PxR. 

78 . Game 6.— Fatal. But Q— B2 was not much better, if. 33Q—B2, 33 R— Kt3 ch; (not R— Ky, in 

which Wliitc could reply R—K sq.) 34 B— Kt3, 34 P--KR4; 35 Kt— K3, 35 P — R5; 36 

(Continued on page 27. J 
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(CotUinued from page 21), 

wiswcr is P- KB4), 37. . . .R-R3; 38 Kt— R2 (if 38 
y R2, 38 1 — R7 ch. ; wins at least a piece) 38 R— K3 with a fine attack. ' ^ 

79 . Game 6. — Mr. Rosenthal now finishes off with a few elegant strokes which deserve the special prize 

for brilliancy awarded to this Kaine. * 


80 . 


81 . 

82 . 


84 . 


85 . 

86 . 

87 . 

88 . 


89 . 

90 . 

91 . 

92 . 

93 . 

94 . 

95 . 

96 . 

97 . 

98 . 


Sellman v. Steinitz. 


Game 7 -Either this or P— OH4 (which is preferred by Herr ICnelisch and Dr. Noa) are necessary, 
as Hlack threatens to win a piece by P --QB4 and V -B5. 

Cjaine 7. - This B is better ])«)sted at K3. 

Game 7. -Ainiiiifr at a 1 
his pieces W'cre not well 

for forming a Kin^^’s side attack is blocked' by 1 
(iaine 7.- -Not ii^ood, for it wc.nkens his QliP. 

(lanie 7. -Which allows the opponent the important majority of Pawns on the Queen's side. But 
therir was hardly any thiiisr better, as he had to guard against the adverse attack by B-B3 and 
P ■■Kt 5 . 


' 1 

; 7. -Aiming at a prospective attack mi the King’s sitle which is very hard to reach, and as 
leces W'cre not well developed, and especially as his KBP, the advance of which was necessary 
•lining a King’s side attack is blocked by his own H. Kt - 02 was preferable. 


(lanie 7 - H PXP followed by () Q4 White after retaking would play Q — K;, threatening 11 K4 
should Black captiin: the KKtP. 

(mme 7. To cut off the <^)B from supporting the weak Q side, and also to prevent Kt3. 

Game 7. Ilis position is much confined and he makes a risky effort to extricate himself. 

Game 7. If 19 PXQP, 19 Kl h >4 ; 20Q -K4, 20 PxKBP ; 21 BxP, 21 Kt- Kt5 ; 22 B Q so. 
(there seems nothing better if 22 Kt Black wins by B (>4 followed by O ()R4, and if 22 B - 
K3, 22 Pxl’ ; 23 BxP, 23 QXB and wins) 22. . . .B Q4 ; 23 Q K2, 23" BxKKtP followed by 
KI--Q6 cb., or Qxl* with a winning attack. 

(hime 7. llis best plan was to retreat B -(^)2 followed by Q - K4in case Black answxTe«l -B2. 
(hame 7. Tt 22 BxB, 22 QxB ; 23 Q-K4 (or 23 O -O ? 23 Kt -Kb followed by B -K.B4 or - -Q4 

with a winning game) 23 R QB s«|. w'itli a fine game. 

Game 7* fbe winning move. 

Game 7. - If B O Mp Black would win by B— Q4, or l>y P Q7 ch. 

(jame 7. --Better than B (^>4 to wliicli White might reply B- - B6. 

Game ;. H now 26 B 116 , 26 BxQ ; 27 BxQ, 27 BxB ; followed accordingly by B— Q 8 or 

Kt K7 ch., and remaining with a piece ahead. 

(lame 7. If he ine.iiit to fight on at all K- B m|. was better. . 

Game 7. If lie move in the corner, then follows Kt— B7 ch., Kt~Kt5 dis.ch., and Q --K5, c-tc. 

Game 7 . — Q -KI4 was most precise, for then While ha<l not the resource oft,) -K2, lor in that case 
Black cviukl answer B ~Kt5. 

(lame 7. — Q -K2 might have jirolonged the game as he coukl interpose the (^)al B3 if Black played 
(L 115 cli. 


Tschigorin v. Zukertort. 

99 . ( lame 8. — In the Book of the J^uidon International Tournament of 18S3 Zukertort remarks on this 

move : “ New, bnt no improvement on the usual continuations 7 PxKt or 7 B- K2.” 

100 . (.lame 8. --A11 excellent move which supports the centre until ilur Pawms are ready for attack. 

101 . Game 8. If9(,)— (,15, 9 PxP ; 10 QxP t’h., lo B- -Q2 ; 11 Q— (^5, ii K -QKtsii.; 12 Kt - B3, 

12 P 113, etc. (Zukertort). 

102 . Game 8. -Fine play. The centre Pawns are now well prepared for action. 

103 . Game 8. KKt - (J2 was better (Zukertort.) We believe that with 15 BxIhi5;FxKt; 16 PxTi 

16 K--K sq.; 17 BX(»> (there seems nothing belter) 17 KX(,> ; 18 BxP, 18 Kt -Kt4 ; 19 Kt- 

(^4, 19 K - -(J7 ; 20 P — KR4 White had a g<jo<l prospect of eejualizing the game. 

104 . Game 8. — 16 Q — K3 or 15 4 w'ould Ijc a little lx:ttcr, wdiilc 16 PXi* leads b) immediate loss with 16 

BxB; i7Kt— K6, 17 (,)— B3 ; 18 KtXB, 18 Q Kt3di.; 19 K R sq., 19 PxP and wins. 

(Zukertort.) 

105 . Game 8. — A beautiful move. Zukertort points out that it threatens males in 4 moves, com- 
mencing with Kt — R6 ch., or Q — Kt5 accordingly, and that 18 (,) - Kt5 w'ould have been b.id 

Wliite w^ould reply KtxBl*. 

106 . Game 8. — Tf 21 BxB» 2iKt— R6ch.; 22 KxP, 22 Q— Kt2 ch.; 23 KxKt, or-Kt3, 23 (<) — B6 
ch., followed by R — B5 ch. and win.s. (Zukertort.) 

107 . Game 8. — 24 B— Q6 ch. was, wo lx?lieve, stronger still, and might have led to the following 

continuation ; 25 K— Q4 best, 25 QR— (^ sep ch. ; 26 K — B3, 26 _B— Kt4 dis.ch.; 27 R -'K3, 27 
Kt— Q4 ch.; 28 K -Q2, 28 RXF ch. and mates in a few moves. 

108 . Game 8.- -Obviously if RxKt Black also .'in&wcrcd R — B5 ch. and mates next move. 

109 . Game 8. — ^Tf R— K 8 ch., Black replies lK*st K — B2. (Zukertort.) 

110 . Black wi/> the Q wdth a check of the Q on the 5th row. 
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Game 9. 

Oicss Con- 
.i^rrss, 1873. 

'/.VNDERSSEN 

STEINITZ. 

3r>~/R] 

.15— R4 
4Kt-153 

r!^V3 

- 03 

pIlXKt 

opxfr' 

„V KR 3 11 1 
' I» KKt3 

pKt _Ii3 

0|{ kt2 

»^3 

OR Rts*i. 



n|{4 112 

11 

^AI*--KR3 
.oP- KKt4 
ktsq. 
.qO 0 0 
loKt— k2 
14*"^.-'"" 

IJ3 

irg- 113 113 

^OKt'or 

i nKKl Kts(i. 

*0() 0 114 

i wKt KI3 
^ 15 ’K3 " 

i qKKI K 2II5 
(j2 

.n*5XKt 116 

IohPXH 



oUp gR4 

9iK 

filp 

9 9 1* KIM 

""0-k2‘ 

qq(,)R - Ki5s.|. 

KtS cli7‘ ' 
9 J K- < ^1 SI). 
o^P Rs 
0 n K -K2 
“Oi» 7)14 
nnKt li sq. 
“Op— B'S 117 
97L-:5'»^3 

iS/o^ki 

o, P-Kt4 118 
flOp— 136 

0Q97±f5:_ 
^og— K4 


Game 9->Conlfd. 
qpR(13sq.)— B2 
oUp 14 119 I) 
niKPxBP 

olpxP 

.9!’ R4 

0^0 ::Kt 3 

nnKtxP 

oOlixKt 

qiPxB 

o^KXBi* 

nrKt K2 

- K\T7i\. 
qng K2 
O0() if2 
qnR -B 3 
0M< R2 

qnKt Kt S(|. 

qqK K2 

”Or kkt.s.i. 

jfiK- B SI). 

1 j Rt R2 

^ 1 r R'i 
491 * 154 
^^iixkp 
«3 


jpKt K(3 

40BxKt 
n'bittrtsij;in. 120 


oKKt-B 3 

ogKt— H3 

Game 10. 

JjOHdon Chess Con^ 
gress^ i 8 fi 2 . 

*^ANDERSSEN 


*“U- Kt2 122 



04 123 

loKt -B5 124 
3^B B3 
<n» -liS 

“Kt 03 

H K R Iv sq. 

kR ’ K sil 

1 

lORixkV 125 


p 

-<.»R4 

Kt 

K2 

Ip 

R5 126 

1'^ 

153 

Ir 

R4 


<t>4 

0 

‘.>3 

Rl 

-Kt3 

B 

K4 127 

1’- 

P>6 ! 1) 128 

OXP 120 

V 

KS 

P 

KRt4 

Q 

K2 130 

Q- 

KR sq.l31 

BXB 

I* 

JM 

9 

Ks 

RXB 

RXK 

I’XR 

SL 

K8 ch. 


jH-Kts 


Game 11. 


•^NDERBSICN 


Game 12. 

Vientta Chess Con- 
^ gress, 1883, 

BLACKBURNE 


PAULSEN. 

1 

PAULSEN. 

3i' 0K3 

• B R4 

’P ' Kt4 
-B Kt3 

STEINITZ. 

•Kt B3 121 
|1‘-Q3 
tp-g3 
.BXKt ch. 

^KKt--K2 

94 _ 

•pxu 

3b Kt2 

3j>xP 

|P- KR3 

-0 0 

pKtxP 

•a k2 

Dp KKI3 

ORtxRt 

lOKt n3 

nP Q3 

«gxKt 

0 0 

•li K(2 

' P-0Kt4 

,0 0 

pP OK4 132 

0»-Kt3 

•Kt K s<i. 

“icKt -k2 

Op- 03 

|I’-04 

nKt Ki 

ql’- OB3 

•I’xi’ 

“Kt Os 

"P 014? 139 

|KtXl’ 

.nB--R2 

i -0 sq. 


Kts 

U KlxKt 
Kl’XKt 
loKt K2 
-04 

1 q P-KR j 

“() o 

i^p- gi{4 

ir9_£t3 

^‘^P 155 133 

4nl5_I>^15 

iOi>_ kt6 

i7»>»^xP 

1 ' Bj^xgp 

ipKt _B4 

10i>xP 

iq'-*x«: 

lOBxP? 134 
0ng-Ksq!136 
14 

n i P-KA4 dis. cli. 

" B2~136 
gqKt K6 

"“0-93 

9nKl^XB 
^“KxKt 
oiOxB! D 137 
^\>R.Klwr38 

nr^>-K4 

ouKt -B3 



0UP..KR4 

gy BX Rand wins 


^"13 Kt2 



*^ 0-02 140 

J 9 R- - Iv sq. 

^^P- 1V5 141 

i 0H-B2 
*0Kt kt3 

^’B -K2 
I pRt— B sq. 
l0(7T7) 

. n O -R 5 

lOgR-Ksq.142 

J 7!^^ j|]^l3 

1 ' B g sq. 
4QKt 135 143 
lop '133 
.nP-g‘R4i 


oiB K3 144 

6 lpxp 
99 QK g sq. 
““g-0B2 
»q g-R3 145 
OUR -K4 146 

9 aR- 97 j 1 > 

^^OXR 
g|.Kt-R6 ch.wiM. 

flU 147 


q^K t-Rs ch. 
“ o iiUck resiCTs. 
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Anderssen v. Steinitz. 

111 . Game 9. — P— (^4 is, we believe, Ixjtter. liut Professor Anderssen had previously adopteil success- 

fully^thc same tactics, as in the present game, against first-class players (see for instance the two next 
games), and his manccuvring was, we believe, based on the idea that Black’s KB cannot be brought 
into proper action and that'Black will have to exhaust himself in his efibrts to undouble liis QBP. 
The line of play a<lo])tetl here f»)r the defence shows that the open (jKt file and the two bishops are 
sufficient recompense lor the doubled Pawn. 

112 . Game 9. — This an<l the next five moves fijr Black form ]>ai‘t of one plan, namely, to manceuvre his 
Kt to Q5. For that juirpose he was Iniund to provide against the hostile entrance of B — R6 as soon 
as the Black Kt played to K2. 

113 . Game 9. -Had ho played P then Black could, nevertheless, answer Kt — Q5, and would 

recover the piece should PxKt. 

114 . Game 9. Black has altogether ncglectetl the principle of rapid development which was one of the 
maxims of the old school, and he has deferred castling until he has ccnii>1eted his maiiaaivrcs to 
obtain possession of the adverse centre with his Kt. Obviously White cannot break in at any i>oint, 
while Black can form an attack in din'erent directions after due preparations, either by the ultimate 
advance of the QRP or the OP or the KP»P. 

115 . (iaine9.-- White has no doubt wasted time, but it is difficult to suggest any plan of operation for 
him that would be more than of a waiting and defensive character. 

116 . Game 9. — After this exchange, which might have been <lelaycd but could hardly be avoidcil, 
Black obtains much the best of the game. 

117 . (lame 9. — By lliis move Black effects his purpose of shutting up the advcrs^^ (^>, and all his Pawns 
arc well defeiuletl, or not a])proachable. It will be easily seen that White cannot exchange Pawns 
without subjecting himself to a still stronger attack on llic (Queen’s side at once, 

118 . Game 9. If be had cxehangecl l)oth Pawns Black w’ould equally gain tlie advantage in position 
afterward by 1 ' — KB4, or else by taking possession of the open (^)B file with Ins R. 

119 . Game 9. ---Having accomplished his object of practically getting rid of tlie adverse (^>, Black con- 
centrates his attack on the other wing, and by steady pressure lie breaks through, with 

, some difficulty, which shows that the defensive disposition of White’s forces remained strong, 
though they are deprived of the assistance of the (^)ueen. 

120 . Game 9. — Whichever R retakes the B Black answers (JXB and wins in a few moves. 


Anderssen v. Paulsen. 

121. Game 10. — Though Black docs not advance P — QR3 on the third move, as in the previous game, the 
positions bircome very similar, but the line of play adopted by each of the parties is widely differ- 
ent from the respective treatments of this opening by the players in the first ciuoted game which 
occurred eleven yi*ars later. 

122 . Game 10.— Cienerally it is preferable in such a situation to keep the B in communicaUon witli Iwth 
w'ings and B— (j)2 is preferable. The B is here posted with some remote expectation ot bringing it 
to bear against the King’s .side. 

123 . Game 10.— Not gocnl, for it leaves a hole at QB4» which weakens all the Pawns on the Q side. 
P — Kt3 with the object ot playing Kt — Kt2 or else P — (JB4, followed by P — KB4, was more con- 
genial to the position. 

124 . Game 10.— White also plays for a King’s side attack which can be easily guarded against, and he 
endangers his game when he could have obtained a sure advantage by manamvring <»n the 
other side Kt— QKt 3 with the object of playing Kt— B5 or R5 sooner or later was the proper 
play. 

125 . Game 10 .— 1 xjwcnthal rightly suggests here B— B sq. as much stronger. White had then to guard 
against the thrcalened P - -KKt3, and his whole attack would have soon been broken. Tlie likely 

continuation was after 15 B B sep; 16 BxKt, 16 PxB ; 17 Q — ^ 3 f *7 QBxKKt; iS 

QXB, iSBxKt; 19 PxB, 19R -K4, followed by Q— K2, with much the superior game. 

126 . Game 10. — Black’s game is now inferior. If 18 R — K5; 19 Kt — Kt3, 19 U — B5; 20 Q (^>Kt3, 

20 B— R3; 21 B— R3, 21 P- R5, 21 (>— Q3, and we prefer White’s game. 

127 . Game 10. — Black gives the opponent an opportunity for a bcautiiul combination stroke. But his 
game was anyhow very bad already, for in answer to (^)R — R s(j., which was about his only other 
alternative. White would have rcplicxi Kt -R5 with an irresistible attack. 

^ (Continued on page j I .) 
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(Contimted from page sg ) . 

128 . Game 10. — The present key move of his final attack is remarkably fine and efleclive. 

129 . Gamcio. If 22....PxP;23Kt-B5, 23Q— Bsq.;24 Bx B, 24 I>XB; 25 RxP, 25 K 11 sep; 
26 (j) Kt3, with a fine attack. 

130 . (iame 10 Gverlookiiii; the forcible winninj^ process by 24 KxB» 24 RXR; 25 r-RB4, 25 (JXP; 
26 R KB sep and wins. 

131 . Game 10. Black on the otherhand does not see that he can save and win (he ^ame now 
by - Kt3 followed by P- B3 if BxB. 


Anderssen v. Paulsen. 

132 . ( lame II. -We think that the move we prbpose in our Col. 10, viz., 8 Kt — Kt5 gives White a 
stronger attack. 

133 . ( lame 1 1. - - This is premature. P — KR3 was here a necessity. 

134 . An i-rror <if which White takes a<lvantagc in a precise manner. 

135 . Game ii. (^)R R s([. would not have answercil as well, as Black would attack the by Kt - B4. 

136 . ( bime II. — There was nothing belter. If K— Rsep, the reply KtXP ck- wins the (^) or mate is 
effected ill two more moves by Q- R4 ch. 

137 . Splendid style. 

138 . If 24 . . . ; 25 RxR ch., 25 K — R sip, 26 BxKt and wins. 


Blackburae v. Steinitz. 

139 . Game 12. -Not good as it weakens the QP. The correct move is B -K3. (See CoK 12.) 

140 . Game 12.— Tf ii BxP ; 12 R -K sq., 12 P— Q4 ; (best, for if 12 B— Kt3 ; 13 B -Q5, 13 

R -B sq. !, 14 B- Kt 7, 14 R -B2 ; 15 BxKP followed by P — QR4 and should win. If 12. . . . 
B- B3; 13B 95 » 13Q-Q2, 14Q-B3, 14BXB; 15WB, 15, R Qsq.; 16 B-B4 followed 
by P -QR4 with a fine attack, and wins) 13 P — B3 followed by BxP. 

141 . Game 12. Weak for Whitens Q4sq. is made accessible to the hostile pieces. Kt 'Kt3 at once 
was better. 

142 . (iame 12. — It was better to play the KR in order to remove B— B sq., which completely protected 
the King’s side. 

143 . Game 12. --In order to prepare for the advance of the QP, for if now 18 P Q4 ; 19 1 * — K5 

and Black dare not capture twice on account of the ultimate Kt — K7 ch., followed by QxBP ch. 

144 . ( lame 12. — An excellent sacrifice of a P which well repays. 

145 . Game 12. - An ingenious trap as will be seen. 

146 . Game 12. — Overlooking the opponent’s design. Kt K4 with the view of sacrificing the exchange 
by Kt— Q6 in case the opponent played Kt - Q6 was his lx;st defense. 

147 . Game 12.— This wins by force. 
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P -K 4 


,KKt-B 3 


IP-K 4 

Game 13 . Game 14 . 

Paris Chess Con- Correspondenre 
jjf/VM, 1878 . Gatue. 

ZUKERTOKT FR ANKK( )RT 
BLACKBURNE STUTTGAR'l'. 


3p yiia 

.B- R4_ 
^Kt' B? 
pKt B 3 

«B Kts 

-() 0 

“t) () 
nKt OS_ 
'ii i!4‘ 


9 

10 


KKtxKt 

KtXKl! 

Kt Bs _ 
Kt K 2 
OB KK.I 5 


lip KB— 

R.S(|. 

4 nil K 3 
lup (), 
j.l* KK 14 

15;:: ^ 1 ,.— 

16?'-’ 


_ 0 - (1 
Oicixp' 

0p-OKt4 
7« Ky 

/p-y4 

ql'XP 

■ OKt K2 
nKt Kts_ 
OKtxKt? 153 


..l>J.Mt4 
Hp‘ kts? 154 
in l‘ yiH! 
•^®l‘XB in paxsin^. 

IOr*'''’ 


Kt s<i. 
K4! 


Bb-K 3 165 
j - Kt (.>6 t'l'* 
IwK- 


17 


KtxKt 

KtBxKt 

BXB 

,VXB 


loi:;;: 

17, 


02 

Vj 


13p Kkiji 149 



on K -R s q. 

"^B B 3 

21 -^- 
-Kt 4 

nog 

B 4 

onKR Kt sq. 

-R 3 150 

n iR -Kt 3 

Z4j7xp 

flOg -B 5 
noK K sq. 
AUB^Ksq.IDUi 
nog »4 
"/b Kt 3 


K 
<•> 

T^t]" 

B-R5_ 

g“xi{ 

igx<^RB 
V 
R 


156 


18 

19(,)xi> 

2 oB_-(.)nsq. 


KKf 

i<.r 


. - Kts 

B- Qz I 


“QKt— B 3 


3 


B-Kts 


■21qxK 157 
99V l<7cli. 
ooK 

9n<.>XR di. 

ookt Bsq. 

„.B I^_ nn*’-B3 

25;-±?'._!^„,rxb 


Game 13— Gont'd. 

P -B 3 


bO Kt4 


O 2 159 31 

OolSL ^*7 ch. 

tSOk— Kwi. 


Q-B 6 ch. wins. 


JP -B 3 ! 
»R(Kt 3 ) —K 3 


B 3 160 

oftQ-gSch. 

- 2 0 k'^B^ ®**"® 14-Con1d. 

nngxgBch. „nQxKt&wiil. 


»P g4 152 “WK Kt 3 
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Game 15 . Game 16 . 


Paris Chess Can- Paris Chess Con- 
^r«j, 1878. stress, 1878. 

MACKENZIE WINAWER 
WINAWER. ZUKERTORT. Game IB-Confd. 

q qn 9 xiL_ 

OKt-B3 WWKR— K 

/)— 0 

4 k 


rP-rg4_ 

OpxP 

pO-o_ 

Ob K 2 
„P -Ks_ 
'Kt' Ks 
nKtxP 


KR— K; 
n. g-Kts ch. 

KtxP OlK—Rsq. 

fp g4 opP ' KR 4 

Ob-K 2 0 fiR._.K 3 


- e' 


np P -K 5 
uOoR—li 


9 

10 


KtxKt 

iQxKl 


Q— K 2 

Kt -(.>3 « “OR— B 3 

„BxKt mR-(j Bs«]. wI m. 

'ktPxB 


Kt-Kt2 
Kt - g4 


Kt B4 
B Kt 3 


Game 16— Cont’d. 


KtXB 
jiRPXKt 
0 '““ 

4 nH B 4 

-R sq'. 161 
iKt B 3 
P -gKt 3 162 
gR -(,) wj. 

163 


0 ,j 0 

lUO-Ks.!- "UR- 07 c 1 i. 
B 3 _„.K.-B3 

..lit 


13 

14 !^ 


*R— R 2 
i pKi-gs 
B4 " 

i pg 

A Op ■yK 4 

_ 

A/p- KR 3 164 

4 0^93 

A Op QKt4 
.QKt B 6 165 
AoB--k 2 ‘' 
„nBxP!ni66, 


Kt B 4 168 01RXP 

32*^^“9s 

nnKt-B 6 
Kt-K 3 oOp. Kt 4 
^ qiKxBB 
A^k -B 2 ' ““w^B - K 


_ \ 9 !^ . 

BIA^P -B^ 169 015rxP 

jgg KI 4 ..Kt-1 


Kt 3 

1^3 nrl^P 

Rsq.l7Ou0K -KTJ" 
IpP JKJ^_ nnlvt gs 
^‘^P -g4 171 00k R 31 

4oKl>0< l^noK K 5 _ 

A^/xKt 0 /rxRP 

«| Qp ^^5 

A 0 p-r(;) 5 ! i)U 0 r 

iQPXP 173 „qK-B2 

AOqxP ~ Ou 
.BXP 


- R 6 ch. 


21 


BxKt 

PXB 


gxp 

BxP ch. 


^KtXB 
I gxKt 

Ibxp ^^b 


B— B 2 

4or"^ 


Ktsq. 
R-K 5 


B2 


^figxB 
g- R 4 cli. 
GUk-Ktsq. 167 

__ 

g4r .R 3 

Rxg ch. 

gOkxR 


gxg 42-“^^ 


flflRXO 

23| 


R -03 17443 p__R 4 

9 .R— B 2 P Ktsch. 

■ ^4p-kt3 t4k Kt 2 

Oc R--Ks.i. .pR-K 7 
“ “OR— Q sq. 40 k— B sq. 
OR K 2 .„R R7 


PXP 

PXP 


pO-Kt3 ch. 

Or— K t 3 

7 QXP 
I R-K sq. 
[. P -Kt3 
OR-OB 3 
nOx RP 
“R'xP 


46 


jOR; 

»P- KR 4 ‘ »up . Rj 

-P— KR 3 iffP- Kt 6 

rp-B 4 t/Bxfe 176 

,R-K 7 176.„KtxBch. 
1 r-07 4Dk_K sq. 

9 RxP % Dtawn game. 

RXR 
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Blackbume v. Zukertort. 

148. Game 13. — Compare our Col. 18 up to this juncture. 

/l49. Game 13. — An excellent move which seizes a powerful attack on the King’s side. 

' 150. Game 13. — Best in order to guard, in anticipation, against the adverse attack byQ — Kt2. 

151. Game 13. — Fine play. By bringing his B round to KKt3 he still attacks the weakest point of the 
enemy and protects his King’s side against any danger. 

152. Game 13. —A powerful and winning stroke. 


Frankfort v. Stuttgart. 

153 . Game 14. — ^\Vc do not like this exchange, and we much prefer Kt — QB4. 

154 . Game 14. — This advance loosens his strong Pawns. There was no objection against B — Q2. 

155 . Game 14. — Obviously, if PxKt, the reply BxP ch. \vin.s. 

156 . Game 14. — The initiation of a l)caiitiful and deep laid plan. 

157 . Game 14. -Nothing better now. If 21....Q -QB4; 22 R QB sip, 22 Q Q5 ; 23 B— K3, 23 
Q --Kt5 ; 24 Q— R7 ch., 24 K — Q sep ; 25 B— Kt6 ch., and wins. 

158 . Game 14.- ■ If 24. . . .BxKt ; 25 PxB, 25 Q moves ; 26 Q — By ch, 26 K -K sij. ; 27 R -K sq. and 
wins. (Salvioli.) 

159 . Game 14. — If 25 QXP ; 26 B — R5 ch., 26 K~K2 ; (if QxB the Q is lost by Kt— Kty ch.) 27 

Q By ch., 27 B (^>2 ; 28 Kt — B5 ch. and wins (Salvioli). For mate is now forced after 28 

K -K3 best ; by 29 Kt— Q4 ch., 29 K— K2 ; 30 Q— Q8 mate. 

160 . Game 14. — There is nothing better. If 27 B — K2 ; 28 BxB, 28 KxB ; 29 Kt B5, and wins. 


Mackenzie v. Winawer. 

161 . Game 15.— Compare notes 53 and 54 to Col. 20. Zukertort played at this stage against the same 
opponent in the same tournament 12. . . .P — Q4 ; and Wliitc look the P in passing, and after the 
exchange of pieces Black remained with an isolated QP. The game ultimately iTuled in a draw. 
Black, however, cannot play P — KB3, for White would win a 1 * by Q ■ B4 ch., followed by 
PXP. 

162 . Game 15.- -A feeble sort of waiting policy. 13 P — 1^3; 14 Kt Q5, 14R — Ksq.; was his best 

resource, for though White can now also win a P by KtxB and PxP, Black will be .able to develop 
his forces, and is likely to draw on account of the Bishops being of opposite colors. 

163 . Game 15. — ^Waste of time. Evidently P -P4 was the proper play. 

164 . Game 15. — Nccc.ssary as a temporary expedient, for he coulil not aflord li> allow B— KI5, but this 
advance is the cause of breakdown in a few moves. 

165 . Game 15. — ^Excellent play. Of course Black dare not take, for White would reply Q— R4and 
win in a few moves. 

166 . Game 15.— A master coup which disorgiuiizcs the opponent’s game. 

167 . Game 15. — Clearly if 23 Q — R2, the ch. of the Q at B6 followed by the ch. of the R also wins 

the Q. 


Winawer v. Zukertort 

168. Game 16. — In Col. 25 we recommend P— KB3 at once at this juncture. We think this better, as in 
some continuations the Kt may be wanted to enter at Q3 after advancing P — Q4. 

169. Game 16.— If 12. . . .B— Qsq.; 13 B- R6, 13 PxB ; 14 Q— K 4 ch., 14 B— K 4 ; 15 KtxP ch. and 
wins. 

170. Game 16. — White has very little of an attack now, and his game will be inferior if Black can compel 
him to exchange KP for BP. 

0 (Cmtinued <m page gj.J 
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GAME No. 18. 

Move 26 ... . H — K sq. 

ni.ACK — ZUKERTORT. 


J. 




mimim 


GAME No. 14. 

Move 25 P— R6. 

BLACK — STUTTGA RT. 


WHITE— BLACKBIJRNE. 

WHITE— FRANKFOR'r. 

GAME No. 16. 

GAME No. 16. 

Move 20 RxP. 

Move 18 P O5. 

BLACK— WIN AWER . 

BLACK— ZUKERTORT. 


WHITE— MACKENZIE. 


WHITE— WIN AWER. 
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(Cotitinucd from page jjJ, 

171 . (iamc i6. — Wc wuuld have decidedly preferred B — B sq. for this threatened KtXP lollowed by 
FXP and P — Q3. 

172 . Game 16. — If 17 PxP cn passant, 17 PxP ; 18 KtXP* 18 BxKt ; 19 i<XB, 19 Kt— Q5 and 
wins. 

173 . Game 16. — There seems to have lx*cn nothing better. If 19 PxKt, 19 PxKt; 2 o(} — QB 4 » 2c 
PXPf with at least as good a game as White’s. 

174 . Game 16. — With this he gets himself into difficulties from which he docs not recover lor some time. 
Taking possession of the open file by R — sq. was much better. 

175 . Game 16.- R — K5 was much stronger, for it threatened to win all the Pawns on the Queen’s side 
and to remain a clear P ahead without relieving the adverse K if Black adoptc I a line of play simi- 
lar to the one that actiuilly occurred. 

176 . Game 16. — With this the draw is forcctl, for R and Kt cannot win against K by best play, and 
Black has also an extra 1’ which White must try to get rid of. 
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.P-K4 

„KKt-B3 

,R-Kt5 


Ip— K4 

“gKt-B3 

d 

Game 17. 

Game 18. 

Game 19. 

Game 20. 

International Ch%'ss 
Magazine. 

BAUER 

i*orc;es. 

dufresne 

LEIIRBUCI! 

Dcs SCIIACII- 
.SPIELS. 

LOWENTIIAL, 
BRIEN & WOR 
MALI) 

UUFRKSNE 
LEHRBUCll. 
Dcs SCHACll- 
SPIEUS. 

NEUMANN 

ANDERSSEN. 

( liess Match behwen 
Messrs. Steinitz it put 
Itlackhtrne. 

y 

stp:initz 

BLACKBURNF. 


flKt r.3 

. 0-0 

IkTxi* 


J.P-Q4 
On -K2 

n<? 1^2 


,,HxKt 

I Kti*xn 



"Kt - K.t2 

Oo ( ) 

I n E " 0 

lUg^ksq. 

..R Ksq.177 
llKt-IH 178 

ioKt us 

i“icr Kj 

i qQ' 

lui>._kn; 


179 


^ jB— R6 

14r— B a 

.-BXIM I> 180 

lOlvf 


^KtxB 

10i> 

. „Kt— R6 ch. 

1 / k"_B sq. 181 

. n^'XKt cli. 

Iorxp 

,Q-B 4 ch. wini. 

188 


19 


In coiisiiltatkin. 

3l> yl<3 

.B -K4 


»Kt 113 

pO O 

Okt^r 

nR Ks(i. 


OKt 14 

„BXKt 

'yi*XB 

nKtXP 
Oh- 


K 3 183 




184 


AOKt <,)2 

Kts 

ilo 


12 


14 

,P KKt4 

•gxgnv 


13?''" 


14 


KKt3 

KtxR'.l) 184 
pxg 


^pRxBch. 

lO ii k2 


.RxBch. 


1Bk_1(s<i. 

1 R3 

I'gxRti* 

10i)vKt 


“gxKt 

“g 


in^ ^xKt 

10( )- KR6 


nn R -«7ch. 
6UR --Kt sq. 



^4lBckrni^s.l86 


3^1— B33 

P3>3_ 

4n-i4 
0() -(") 


187 


nPXKt 

OktPxn' 


7 


RtPxP- 

KtXP 


P <J4 

pO O 188 

OpxP 

On g3 

. j.KtxgBP189 
lU(y“:Ksq. 

Kf R 5 190 

g gKt 4 

Kt -K13 

gn -Kkts 
g - 92 191 

nxPi'h. 

Kxn 
gxR 

.r g-T4 

i Ob— 1161)198 


11 

12 

13 

14; 


PXB 


IBgxP rh. 

j ||K R sq. 

1 ' FxP 

. og--R2 193 
lO(^) K8ch. 

in Q Kt sq. 

lOp—Hy 

W'hitc resigns. 


3>>- VR 3 

^kt 'B3’ 
rP - Q.5 

0p--..)3 

nP_’‘-5 

Dlt-K2 IM 
„V— KR3 ^ 

I iV'o 



Okl K sq. 

qP- --KKt4 
Op-.^Ktq 

nr- 


yRt2 

. .9Kt-(?2 196 
1 1(J— <_)2 

4 pKl— B s<|. 

A“kt'\>sq. 

Kj 

I'Jki-K3 

1 jKt— BS 

k.Kt3l97 


15 


-KtxB ch. 

gxKt 


1 

AuKKt Kti 
*']*— VB4 lira 


0P-Q4 


21 


•kpxp 

|PXP 

»P -Bs 

199 

|P-Qs 


'Kt— B2 


O 

1 

800 


Game 20— Cont'd. 

09 » 5 _g 4 __ 
"fll*— 14 

oqQz^I^ 

fiOp.. ki5 


25 


P T4 
B-B6 


801 


g— 152 
PXP 


27i 


^PXP 

T-Kt6 T) 808 


gxKtp 

BxKt 


oogxg ch. 

Oa BxQ 

"0i<_B3 


803 

KR Ktsq. ch. 


I'R-Kts 

,BXP 


IK-B2 

,BxR ch. 


B-\)R4 


“PXB 

^Kt— Kt5 ch. 
Kt sq. 

Ksq.804 




Black reuffiH. 
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Bauer v. Forges. 

177 . Game 17. -Up to this point the play of both parties has proceeded as in the lines ot the j)rececding 
game, but here White loses time in order to lay a trap against the established defence. 

178 . (iame 17.— B— P4 with the view of advancing P— KB3, or P— Q3 accordingly, was the right play. 

179 . Game 17. — K— R sq. was now indispensable as a precaution. 

180 . Game 17- — Excellent play. There is no good defence against this line stroke. 

181 . Game 17. -If K -R sq., he comes at with a clejir R behind by the answer KtXR ch., followed by 
QXKt ch., and ultimately RxB. 

182 . Game 17, — The R must interpose which White will capture with the Kt followed by QxP, etc. 


Lowenthal, Brien and Wormald in Consultation. 

183 . Game 18.- 8. . . . B — K2 is the right move here. 

184 . Game 18. — bad defence which subjects them to a jJowerful attack. Still B— -K2 was the lx?st 
play. 

185 . Game 18. — Highly ingenious. White gives up the Q but obtains three minor pieces for it, with 
an irresistible attiick. 

186 . Game 18.— After 2i (>xKtPch.; 22 R— Kt3, 22 Q— Q8 ch.; 23 K— Kt2, Black’s game is 

hopeless. 


Neumann v. Anderssen. 

187 . Game 19. — .V favorite delence of Professor Anderssen for some time, but he abandoned it ultimately 
as it does not yield a satisfactory position by l)cst play on the other side. 

188 . Game 19. — This is not goo<l. The right answer is 8 PxB, and if 8. . . .y --K. s(|. ; 9 O -O, fol- 
lowed by P — (>4, with the superior game. But not 9 P - (,>4 as Black would reply 9 (^)B -■ R3 

preventing White’s castling, with a strong attack, likewise, if Black play 8 QXP in reply to 

PXP» White answers 9 O — O. 

189 . G amc 19. — This gives White the inferior game. P — KB4 was much superior. 

190 . Game 19. —His best plan was now ii Kt -K.5 .as suggested by Herr Dufresne, or ii P — Q5, ii B — 
QKt2 ; 12 B — Kt5, 12 KtXP, with the much superior game. 

191 . Game 19. Here is a case where the King’s side has lx;en] early left without any protection from 
minor pieces, and Black now wins by force. If 13 P— KB3, 13 I’XP ; 14 BXP, 14 (,>— KR4 ; 15 
R -B2, 15 Kt- K5 and wins. 

198 . Game 19. — Winding up with consummate skill. 

198 . Game 19. — No liettcr is 18 Q— Q2, for then follows 18.... Q — B8di.; 19 K — R2, 19 Kt — K5 and 
wins. 


Steinitz v. Blackburae. 

Game 20.— P— KKt3 with the view of posting the B at KKt2 is now c.stablished as the Ixitter de- 
fence. 

Game 20 —Not so much for defeiii^ive purposes as with the view of forming an attack by P — KKt4 
after Black has castled. 

Game 20. -Introduccil for the lirri time in the present game, and this development of the Kt with 
the view of manoeuvring it to B sq. has since became an established form of attack. 

Game 20. — ^We believe it would have Ixicn Ijettcr to retreat B— Q sq. 

Game 20. — Much better was 17 P — KB4 ; which 'might have led to the following continuation : 

18 Kt— sq. !, 18 PXKP ; 19 PXPf 19 Kt— B5 ; 20 Q — B sq., followed by P — KB3 and P— KK4. 

(Contimu'd on page jgJ 


194 . 

• 195 . 

196 . 

197 . 

198 . 
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GAME No. 17. GAME No. 18. 

Move 15 lixKt I*. Move i4KtxK> 

IfLACK — 1'0R(;KS. 1;LACK— HRIKN and WORMAI.D in CONSliLTA FlDN. 



WIIITK HArKK. WIUTK— I.OWK.NTIIAI.. 


GAME No. 19. GAME No. 20. 

Move 15.... IJ — U6. Move 27 P— Kt6. 

Hl.ACK ANDKRSSKN. HLACK— BLACKBURNK. 




WICITK— 'NEUMANN . 


WHITE— STEIN ITZ. 




THE RUV LOPEZ. 
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(Contimied from page 

199 . Game 20. — If 19 P — Q4 ; 20 P— K5 best (not PXP on account of the reply Kt— B5), 20. . . .P — 

B5 ; 21 P— KR4, with an excellent attack. 

800 . Game 20. — Threatening both wings, but chiefly the King’s side after removing the B. 

801 . Game 20.— After 24 Kt (Kt2) — -K sq.; 25 P— KR4, 25 Q— Kt2,; 26 QxQ^ch., 26 KtXQ ; (or 

26 KxQ ; 27 P — R5, etc.,) 27 PxP, 27 Kt “R4 ; 28 Kt — Kt5 (threatening P -B7 ch.), 28. . . . 

KKtXBP ; 29 P — RS, White has an irresistible attack, for if 29. . . .KtxP ; 30 RxKt followctlby 
R— Kt sq. wins. And if 29 K— Kt2 ; 30 PxP, 30 PXP ; 31 R— R7 ch. and wins. 

808 . Game 20. — This wins a piece by force. For obviously if PxP, Kt — ^l\t5 follows. 

803 . Game 20. — If 29 R — B2 ; 30KR Kt stj. ch., 30 K — R sq.; 31 B— K3, 31 T* — KR3 ; 32 B— Q4 

ch., 32K- -R2 ; 33 BxP ch., 33 RxB ; 34 R— Kt7 ch., 34 K- R s(i.; 35 QR— Kt sep and wins. 

804 . Game 20. --White threatens according to circumstances, R — K6 or R — K7. 




DOUBLE RUY LOPEZ. 


FOUR KNII'.HTS' (;aMK AM) TlIRKK KXIlJUTS' liAME. 


The Double Ruy Lc;)pez is a contiiiualioiiof ihe Four Knights' Game in which both 
parties follow up by B — Kt5. The attack by Kt — Qs had been greatly in favor with 
first-class practitioners for many years, until the author played in his match with Zuker- 
tort, in 1886 (sec Illustrated games), the defence pointed out in CV> 1 . i, which rests chiefly 
on a combination of Black’s 7th and 8th moves. 7. . . . V — K5 hail already been played 
by Mr. Gunsberg, but in conjunction with 8. , . .QT^X^’ makes the game so equal at 
an early stage as to render the attempt of an attack absolutely useless. 

In Col. 2 the attack with Kt — Q5 is made before castling, and though it leads to an 
exchange of Queens and to the doubling of one of Black’s Pawns, the second player 
obtains a powerful counter-attack on account of his two Bishops, and “the hole” on 
White’s KB3 and KR3 which makes the protection of While’s Kt difficult and gives 
Black entrances into the adverse game. 

Col. 3 also leads to an even game at least for the defence, and in fact we would 
slightly prefer Black at the end. But as most players would liesitate to move tlieir King 
early in the opening, the defence in C\)l. 1, which simplifies matters at an early .stage, is to 
be preferred. 

Col. 4 is a modification of a variation that occurred in a fine game between VV'inawer 
and Zukertort in the Paris Congress. (Compare Col. 1 1 and Illustrative games. ) It 
ought to end in an even game by proper treatment such as we propose, whercjis the way 
played in that game While obtained an excellent attack at the expense of a Pawn, which 
blocked the adverse centre and retarded Black’s development. 

Col. 5 is another alteration of the opening moves of a celebrated game between Paul- 
sen and Morphy, very finely played by White, whose 8th and 9th moves show exceed- 
ingly strong position judgment. By inducing, or in fact compelling Black to advance/ 
8. . . .P — QKt4, he practically demolishes the Queen’s side. But in actual play Paulsen 
commits a position blunder by transposing the order of correct moves, and this makes all 
the diflcrence in the analytical results. 1 1 P — QB3 ought, we believe, to render Black’s, 
game untenable. For P — Q4 will follow to drive the B back, and then B — B3 con* 
tinned, sooner or later (perhaps after P — QKt4), will form an irresistible attack on tlie 
Queen’s side. 

Col. 6 represents a difference in tactics on a principle which is better explained in 
note 13, which deals with the move hitherto recommended by authors, viz., 9 R — K sq. 
for the attack. But we feel sure that this ought only to lead to an even game, and in 
some variations that have been offered in demonstration that White can press 
the attack, we find that the defence ought to obtain the superior 
position. ^ur main difference in opinion is that the centre attack commenc- 
ing with R — sq. is a failure, and that a wing attack with the KBP prepared by harrass- 
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ing the Queen at once with the QP and the Kt is the proper play. If our premises are 
right it is quite obvious that the R is wanted to remain at KB sq. in order to support the 
advance of the KBP to B5. 

In Col. 7 we propose an extensionof aline of play against a counter-attack hitherto 
recommended, which we believe ought to be in White's favor. The game was generally 
dismissed as even on Black's 8th move, but we think that the addition of two moves will 
demonstrate our contention. 

Col. 8 shows how White might be led to compromise his game by a plausible sally on 
the 6th move, which apparently wins a P. The variations produce an interesting and 
spirited attack, but by best play Black ought to obtain the advantage. 

Cols. 9 and 10 deal with inferior continuations on the part of the first player, while 
Cols. 1 1 and 1 2 contain novel analysis to demonstrate that a defence in the Three Knights' 
(jame 3. . . .P — KKtj, which we ourselves have favored for some time, is unsatisfactory 
and how the first player ought to take advantage of it. 
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THE FOUR KNIGHT’S GAME. 


P-K4 

„KKt-B3 

nKt-B3 

^P— K4 

“OKI— B3 

OKt— B3 

P--K4 

.QKt-B3 

nKt-B3 

P— K4 

“KKt-B3 

UKt-I!3 

P— K4 

„0Kt-B3 

„Kt-B3 

P - k4 

“0Kt-B3 

Okt B3 

P— K4 

oQKt-B3 

nKt B3 

P-K4 

flKKt— B3 

URt Hi 


RUY LOPEZ CONTINUATION. 



Double Ruy Lopez Defence 

Second Defence A - — 

Third Defence A 

^P-(,)R3? 

Fourth Defence 4 

^Kt-ys 

Second Continuation 

Third Continuation 


Cols. 1 to 4. 
• Col. 5» 

. Col. 6. 

Cols. 7 to K 
Col. 9. 

- Col. 10. 


1 


p— K4 


THE THREE KNIGHTS’ GAME. 

jKt-B3 


p— K4 


, KKt-B3 
“QKt— B3 

3 p— KKt3' 


3 - 


Defence 


Cols. 11 to 12. 
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jP--K 4 „KKt— B3 ftKt— B3 ^B--Kt5 

Ip— K4 ' “0Kt~B3 WKt— B3 4 


1 2 3 4 5 6 


^B— Kts 





4b--B4.? 

4p_gK3? 

.()— 0 


rKt-QS 

OKtxKt 


5 b— B 4 

pO 0 
"O- 0 

rBxKt 

oypxB 

'0— <.r~ 

i 


|Kt-(.)5 

2 

„PxKt 

Op- ks! 

^Kt-ys 

nl*-y3 

OKlxKt 

»KtxP 

Or- k sq. ? 

pKtXP 

“KtxP 

'ktxkt! 

3 

,PXKt 


„PXKt 

M,)PXP 

„KtXKt 

'PXKt 

„PXKt 
iKt Qs 

lyKtxKt 

'gpxkt 

„KtxKt 

'y-ys 

i’-ks 



-rxKt .HXP «y- Kt4 -KtxKt pB-«4l n®- O 

OyPXJ’ 4 OPXH "y— B3 8 U|}>0<t ' ''p_yKt4: 18 OyxKKt 

nB-K2 5 -Kt-Ktsq. a -O O 0’“*^**’ o’* 

"i'xKt— «(.) KI4 “p— Ba' OB— B4! u “ktxP ‘ oq.:kh4 14 

4 ■■ 4 i 4 R 3 — i nKtxRt . KB44- 

lU" lUnH KKts iUK_-(rsci. 91 Ub_K 2 - IUrxKI lU 

..P— KB3 ..B— lU 10 T) 

llpxP "Up — 93 11 

4 0^X1] . q Q Kt3 

U<,) - Kech. " l^QB- KB4 

i nQ - K3 ^ . q P — QB3 — 

^”<)W ch. 1 «B— B4- 


14 


Kxy 

(Mj_0+ 1)7 


(.’olumn 2. Mow 14 ....O — 0 — 0 . Column 5. Move ii P— QB3. 

HI.ACK. BLACK. 



WIKTE. 


WHITE. 
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^ 1 . Col. I.— The same position may be arrived at in the PetrofTs defence, or in the QKt opcnin}r, or in 
the ordinary Ruy Lope/, by a transposition of moves. 

2. Col. I. — This attack originated with Mr. Paulsen. It was greatly in favor with Zukertort, who 
adopted it very frequently in matches and tournaments. 

3 . Col. I. — This excellent defence was first adopted by Gunsberg against Rankcn in the Vizayan- 

agaram Tournament of Ixindon, 1883. It leads to an easy, even game by proper contiiiuatiun. 

4 . Col. I. -— If 8 KtPxP ; 9C— K2, (lietter than 9 B--R4, 9 PXKt ; 10 QXP, 10 B---R3 ; 11 

P — 03 !,— for if II R K sq., ii R— K sq.; 12 RxR ch., 12 OXR ; 13 Q— K3, 13 B— 0 ^ 4 * 

wins, — 1 1 0 ^^5 attack). 9 PxKt ; 10 BxP, and Wliilc will obtain the advantage 

sooner or later by P O4, P QH3, atul P— 0 Kt 4 , which prevents the doubled Pawn from being 
dissolved, as occurml in the alK)ve mentioned game between the Rev. C. E. Rankin and Gunsberg. 
This game, however, ended in a draw. 

3. Col. I. Or 9 BXP, 9 PXB ; 10 Kt-Ks (if 10 Kt— K sq., lO B-R3 ; ii P - 03 » " sq.H ), 

10 0 -Q4; “ Kt -Kt4(iiP 04 ” B-R3; 12 P— 0 1 ^ 3 * R4!-t-; in)t 12 BXRi 

on account of the reply PxBi followixl by P — QKtz ) ; li. . . .P- KB4 ; 12 Kt — K3+, 12 0 — B2+. 


6. Col. 2.— Or 9 Kt— K5, 9 0 -Kt4 and wins. Or 9 Q— K2, 9 0—0 ; 10 Kt— 04 * *0 OxKt; 
II P -OB3, II 0 04 ; 12 PXB, 12 P- 0 K 4 +. 

7 . Col. 2.— Continued 15 R— Ksq., 15 KR K sq. ch.; 16 K— B2, 16 RxR ; 17 KtXRi 17 B— B4 

ch. Or 15 P 113 (if IS P— 04 , 15 1 <XP ; 16 P-B3, 16 R-K .sq. ch., 17 K— B2, 17 BxKt ; 18 
KXB, 18 R- 06 ch. h), 15....KR Ksq. ch.; 16 K B2, 16R--O6; 17 Kt — 04 ^7 Kt -K 

.sq., 17 B— 14 ch. ; 18 K— B sq., 18 R — ^B6 ch. ; 19 K — Kt2!, 19 R -B7 ch.; 20 K — Kt sq., B - 

R6 an<l imtes in two moves), 17 KB > 0^4 5 1 * -KR3, 18 BxKt ch.; 19 PxB, 19 R -20 B6 

ch.; 2oK— K12, 20 K— K7 ch.! ; 21 K— Kt sq., 21 R (K7) — B7 ; 22 PxB, Black mates in 
three moves. 


8. Col. 3. — Better than 8 .... 0 — K2 ch.; 9 K — 0 sq., 9 0~B3; 10 R K sq. ch., 10 K— 0 ^ 9 .; 

II P— OB3, II B -B4 ; 12 P— O3, 12 P— KR3 ; 13 B -O2 +. 

9 . Col. 3. If B -K2 White replies P— 06 . 

10. Col. 3.— Or II P— OB 3 , II B 14 ; 12 P -0Kt4, i2B-03i+ Oi«t 12....B-Kt3; 13 P -O 3 , 
13 P - KR3 ; 14 P —06 ! , 14 I’XB ; 15 B -B4, 15 KR -KKt sq. ! ; 16 P -OB4, with a powerful 
attack.) 


11. Col. 4. — If 9. . . .B ~Kt3 ; 10 0 ~K4, 10 0 — 0 ; (or 10. . . .0“B3 ; ii P-Q4, ii PxP? ; 12 OB 
— Kt5, and wins); ii OB— KtS, ii P— B3 ; 12 B— R6, 12 O--K2 ; 13 P 06 . 13 PXP; 14 B— B4 
ch., with a very good position for the P minus. Compare Illustrative Game No. i 


12. Col. 5. — Black’s Pawns arc now weak. Yet he has nothing Ixjttcr, for if he capture the KP at 
once. White will exchiingc Knights followed by BxP ch., which Black dare not take on .account of 
the answer Q — B3 ch. 


13. Col. 6— Better than 9 R— K sq., 9 B— K3 ; 10 P— O4, 10 Q— B4 ; ii B— Kt5, ii P— KR3; 

12 B -R4, (or 12 0 — Q3; 12 ^Kt3) ; 12. . . .B— Qs ; 13 P— KKt4, 13 0 - Kt3. 

14. Col. 6.— Or 9 0 — Q 3 5 i^ Kt— B3, 10 Q—Q sq.; 11 P— KB4, ii B— K2 ; 12 P-B54-. 
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Column II. Move ii. O — 0—0. 

IILACK. 


Column 12. Move I 2 Q -Q4. eh. 

BLACK. 



WIIITK. 


WHITE. 
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16 . Col. 7.- -If9....Q-~0B4; ior-- 0 Kt 4 . loQxP; U Kt -O5, iiQ -B4; 12 KtxB+ 


16 . Col. 8.— Or 6 KxKt ; 7 KtXKt, 7 KtxB ; 8 Q—Rs ch., recovering the piece with a P ahead. 

Or if 6. . . .KtxKt ; 7 QPxKt, 7 Q— K2 ch.; 8 B — K3, 8 KtXB ; 9 KtXR followed by 0—0 and 
R— K sq. -1' 

17 . Col. 10. — A favorite move of Mr. Gunsberg. Its appiircnt object is to prevent in the continuation 

4 B- 14 ; 5 KtxP* 5 KtxKt ; 6 P— Q4, the answer 6 B — Kt5. 

18 . Col. 10. — White’s position is identical with that of Black in the previous column, with the excep- 

tion that his QRP is moved one square. The move in the text is now belter than P — B3 which 
would leave a weak spot at QKt3. 


19 . Col. II. -Or 9. . . .R- Kt sq.; 10 KB-QB4, 10 RxP ? ; n B— Kt3+ . 

80 . Col. II.— Continued ii PxP ; 12 PXP, 12 Kt— K2 (or 12 BxP ; 13 KB— 14,13 Q— K2, 

i3KR-Ksq. f) ; 13KB-QB4. 13 0 - 0 ; 14 P-K6, 14PXP; 15 BxP ch.. isK-Rsq.;i6 
RXB and wins. 


21 . Col. 12.— As Bhick islxiund to castle on the King’sside he cannot allow the adverse KRP to advance 

and oi>cn the R fde. P - KR4 is also inconvenient as White would reply B — K2. followed soon by 
P-KKt4. 

22 . Col. 12.— Continued 12 P— KB3 ; 13 O— O— O, 13 B— K3 ; 14 P R5, 14 P Kt4 ; 15 P— 

KKt3+. 
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Ip K4 

Game 1. 

Paris Chess Con- 
gress^ 1878. 

WINAWKR 

zuki:ktort. 

'Kts~ 

-Kr-_(.>s 

*>H 14 
fi’’ ‘>’•5 

"Kixkt 
„PXKt 
* Kt 05 
pKtxKt 

OiixKi 
0 *‘ 

lo/; 


11 !: 

12 o 


kL 4 

KI 5 

Klii 

K() 

KT" 


1 q 1 ‘ 

.Kl? 14cli. 1 

14 k Ks.i. 

IC*' .*\3 

lOl* 14 

lOn J4 2 

IL _ 

In*' 1.5 

1 

■ 10 |‘ 

4 ^>5 3 

20 *’ 

"Un Kt3 

o i 

-KR 4 _ 
"^1* - kts 

^«ktl»xBP 

«-ll^X(.)HP 

«^Pxi* 

orKX^’ 4 

^0:;j .R3 5 

gR- 0 R 4 e 

^Oi* - R4 
KR-K R4 
2/ P -ij6 Uis. eh. 


28 


,K Kt-B 3 
«gKt B 3 

Game 2. 

Match, i88rt. 

ZUKERTORT 

STKINITZ. 


rO 0 
0() ()“ 
pKt -ns 
Okt 


n Kt- B 3 


4 


B-Kts 


^^KtxKt 

nl’XKt 

Iv K 5 

nPXKl 

opxki 


JO 

"np'xP 

AuB-Q3 
a4B_^>kt3_J2 
Ain kt4 
j nB- Kt2 13 
^^yx9i~ 

13 grii 4 

1 J^B4 

^4b -::k3 

.rQR -Ks.,. 

l&k w ■ 


iV Hs(|. 14 


KR-Ksq.l6 

inR K3 

^^B (;4 16 

.nIJXPeh. 17 

^'kxb 

4 q9 R 5 

^°k - kUsq. 

igK.-K3 


20 

21 '^ 


^K—- Ktsq. 

B -R 3 

R -KKt4 
OR-K sq.!7 
.KRXP » 8 

JyxR 


P - B^ 

n Rych. 18 
k "B2 
( ) Rs eh. 

K k 2 19 

nnR- Kick 

B”sq' 

„n<.^-RSch. 
“WB ktsq. 
oiB R6D 20 
^^R--k2* 21 

nrRXR 

^^kxR 

OqBxP 22 
^®g-kB 4 

qijR — K sq. eh. 

“'kni 2 

2 !^“ 


.gxQch. 


»BXO 

bP-^B4 


31 


Game 1— Confd. 

BXQ eh. 

White wine. i 


Game 2— Confd. 
B-K3 


31 


p— QB4 
. R— Q sq. 

Bp K 5 S 8 
White resigns. 


Game 3~-Confd. 

n i BxRP 
0 lp_B 6 

no K-B3 

0“R— B 8 

White resigns. 


Game 3. 


International Chess 
Magazine^ 

May, 1888. 

MAX JUDD 
STEINITZ. 


r Kt-gs 

wKtXKt 


pPXKt 

Op-Ks 

nPXKt 

•ifv'xv 

IjBxPeh. 

Of 


I'PXB 

q9 -K2 

Oq n 

,.Kt-(,)4 24 

^ugxkt ■ 

4 4 Pi OP 3 

-k"ti 25 
40PXP ‘ 

1 “|{ Kj 
4 R3 

l^VXP 

.4P-nKt3 

<Jsq. 

irB -Kt2 

l^iry6 ■ 



IOr (.>4 

I'y R6 



I0u..l^)6 

1 o!l:J 53 26 

i®y-g3“ I.^ 

“Ui>_(^R 4 28 

Zl*'. «.s 

“Ip KB4 

n nR — RM 

““R B2 
nn ^j- R7 

fl0p_.B5 
oiQ - R 8 ch. 

B sq. 
9XQ ch. 


25 


KxQ 

R-R 3 


“WR-KKt4 n 
O -0-0 29 
fi/RXKtP 
on® Q4 


BR— B 4 
.K— Kt2 


ilp— R4 


fiOp— B 4 

qn 5 .zlL 

OUrxP 


30 


Game 4. 

New Vork Congress, 
1857. 

PAULSEN 

MORPHY. 


10 


12 ^ 


^B 14 
0-0 

31 

6 -0 


KtxP 


R K sq. 

32 

pKtxKt 


OPXKt 


B-14 

33 

P -QKt4 34 

B— K2 

35 

ktXP 


KtxKt 


kxKt 


B -B3 

36 

R K3 ' 


,P -B3 

37 

(.)..-(.)6 


p gKt4 


B Kt? 


V -gR4 


^i’xi* 


VXP 


•B 02 

38 

R R2 

39 

U )R — K sii. 

0 R6 

40 

OXB D 

41 

i*xn 


'R Kt3ch. 

z 

7 


IB-R6 


|R---y sq. 

42 


“B-Kt; ch. 

I K — Kt sq. 
lQBxBPdii.ch.' 

ii K-B«i . 

B-Kt7 ch. 48 

.sq. 


Jl-Kt7 

oq K-Kt 

““B ~R6iUs. ch. 


24 

25' 


K-Rjq. 


BXP 44 
Q — B sq. 

BXO 
nn ^<Xfi 
aOr -K 7 “ 
97 ^ -^ sq. 

a/ r -K3 

^^ P-Q4 45 

^0ij_K6&wm8. 

46 
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Winawer v. Zukertort. 

1. Game I. —Compare Col. 4 and Note 11. 

2. Game i. — B -152 was preferable, for the B is now exposed to the attack of hostile Pawns. 

3. Game 1. — Much better than BxP, though the latter was also safe. 

4. Game l.— This is play of the highest order. 

6 . Game I.- If 25 T>XR ; 26 BxB, 26 R— Kt5 (or 26 Q— R3 ; 27 BxRP, etc.); 27 BxOi -7 

^XQ ; 28 B— B3, 28 R — K4 ; 29 P — R6, 29 KR - K sq. ; 30 B- -Kt3, with an excellent attack. 

6. Game i. — An excelleiit move which retards the development of Black’s B and gives White time to 
form his K side attack. 

7. Game i. — His game was lost ; but R — B3 was his best resource. 

8 . Game l. — Masterly play, though not very deep, for it threatens double ch. in;ite at once by K — KtS. 
It forms a wi:ll worked out link in the elegant chain of Winawer’s combination. 

9. Game i. — Continued 31 . . . .KxB ; 32 Q -Kt4ch., 32 K -R sq.; 33 PxP. 33 B — Q6 ch. ; 34 K — 
B s<i., 34 QB-KB4 ; 35 Q— R4, 35 R -Ky ; 36 R--(?4. 3^ B sq.; 37 Q-Kt3. 


Zukertort v. Steinitz. 

10. Game 2. -If 9 PxQP, 9 PxP threatening to capture the R with a ch. And if 9 PxKtP, the 15 re- 

takes with a powerful attack. 

11 . Game 2. — Threatening to win a piece by Q '--K4, but not as good as B — K2. 

12. Much better was P— <?B3, with the object of retreating B- -152, and then advancing P — Q4. 

13. Game 2. — Black threatened — K4, .and the only other move was P — OB3, whereupon lilack could 

force .an attack by P— KB4. 

14. Game 2. — Driving the adverse C) somewhat out of play, for obviously Black dare not rejily Q — B6 
on account of the rejoinder BxP ch. 

15. Game 2.- If 15 QXP; 16 B — Q2, threatening R — R sep, followetl by B — <1B3, winning the 

with a strong attack. 

16. (iame 2.- Much belter was now 16 QXP, with the prokablc continuation : 17 BxB, 17 PxB ; 

18 (J -K4, 18 P— KKt3 ; 19 n -Q4, 19 Q— R6 ; 20 P— QKt4, 20 P -yB4+. 

17. Game 2. This sacrifice is unsound, but Bkack had clearly the best of the g.ime anyhow. 

18. Game 2. -White could recover the piece by BxB followwl by P QB4, but Black wouhl afterward 

]d..y y “Q7 witli great advantage. 

19. Game 2 . - In the actual game a series of repetition moves were made on both sides. 

20. Game 2. - Unavailing ; but 24 U - Kf3, 24 R — K2 ; 25 RxP, 25 RXR ; 26 B — R6, 26 K — K2 ; 

leads to the same position as occurred. 

21. Game 2.— Best. If 24 PxB ; 25 GxBP ch., 25 B — B2 ; 26 (^)XRP ch., 26 K— Kt sq.; 27 R — 

R3, 27 B — K4, (or 27 O- -K4 ; 28 R— KI3 ch.), 28 Q Kt5ch., 28 K— Bsq.; 29 R — RSch., win- 
ing the Q, and though Black has three pieces for it, the three passed Pawns and the expf)sed posi- 
tion of Black’s King make White’s game very strong. 

22. Game 2. — If QxP ch., thcai, f)f course. Black replies P» B2, threatening R KKt sip, etc, 

23. Game 2. — Black threatens PXP followed by R— K6, and all the Pawns on the Queen’s side must 
fall. 


Judd V. Steinitz. 

'24. Game 3.'«If 10 QxP, he loses a piece by 10 R— K .sq.; ii Kt - K5, ii B—Q3; followed by 

P-KB3. 

25. Game 3. — Wc prefer now 11 Q--Q4 ; 12 PxB, 12 P — QR4; followed by 15 '-K3. 

26. Game 3. • -Threatening R - Kt3. 

27. Game 3.--IIeought to have still continued with 20 R — Kt3, for if 20. . . .QXQ ; 21 RxP ch., 21 K 

— R sq.; 22 RxBP dis. ch., 22 K— »Kt sq. (or 22 Q K4 ; 23 RxR ch., 23 K Kt2 ; 24 5xQ 

ch., 24 KxR ; 25 BxP+). 23 R— Kty ch., and draws. 

28. Game 3.— As White evidently aimed .at the square where this P stood, it was bc.st not to give up 
the P. 

29. Game 3. — Better was R — R2, but then Black would have played P--KR3, followed by doubling 
Rooks against the KRP, which would also be further attacked by the B if White 111 the ineanwhile 

* (Continued on page jr-J 
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GAME No. I. 

Move 30. KRxP- 

HLAClv -ZUKERTORT. 


GAME No. 2. 

Move 24. B — R6. 

ULACK STEIN ITZ. 




WIIITE— WINAWER. 


WHITE — ZUKERTORT. 


GAME No. 3. 

Move 26 R — KKt4. 

BLACK -STEIN ITZ. 


GAME No. 4. 
Move 17....QXB. 
BLACK -oMORPIlY. 



WHITE— MAX JUDD. 


WHITE — PAULSEN, 
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(Coniintted from page 4 gJ» 

castled. It, however, 27 P--R6, 27 RxP ; 28 PxP eh., 28 K— Kt sq.; 29 C) - 0 — 0 , 29 kXP‘. 
30 OR -R sq., 30 P — K6, and wins. 

30 . Game 3. — After this White’s game is untenabie. 


Paulsen v. Morphy. 

31 . (hime 4. 5 KIXP, 5 KtXKl!; 6 P-O4. 6 ^Kts ; 7 PxKt, 7 KtXP ; 8 Q-Q 4 . » KlxKl (or 8 

BxKt eh.; 9 PxB| 9 Kl — Kt4 ; 10 B R3, 10 Kt Kj ; ii O K4, 11 Kt4 ; I2 P Kt3 + ); 

9 PxKti 9 I* Ka ; 10 OB— KI14! i-‘« nl'^o gn-atly in White’s favor. 

32 . (lame 4. niack recovers his P, now given up, but greatly at cost of iiosition. 

33 . Game 4. Though apparently losing time this is excellent play, .as it compels the opponent to 
advance his (, 1 K|P, which makes Black’s position on the(^>ueen’s side very weak. 

34 . Game 4. Forced. If 8. . . .KtXP ; 9 KtxKt, 9 RxKt ; 10 BxP ch., ami should win. 

35 . Game 4. -The only move, hut more than gotxl enough. If 9 B— Kt3, 9 Q \\ — KKts ; lo (,)— K sq., 
loP— Kt5; II P— KR3, 11 B- R4; 12 P -Kt4; 12 II -KKt3f. 

36 . (.himc 4.- - A weak move at pre.scnt, though remarkably strong if reserwd after playing P — (^iBj :it 
this point, which would have given White the superiority by far. 

37 . Game 4. This allows the adversary to block White’s pieces for a long time. Much Ix-tter was 12 

P (I3, 12 P Kt5 (there seems nothing better) ; 13 B — K3, and if 13 BxB; 14 PXB, 14 RX 

I*; 159— Q2t. 

38 . Game 4.— Better th.in 15 P (,)R4 ; l6 BxP, 16 B - K3; 17 P— Kt5, 17 RxB ; iS I’XB, 18 

R — K3 ; 19 P -QB4, 19 (,>R K sq.; 20 B -R3, with the superior game. 

39 . ( lame 4 . t )n principle he ought to have seized the very first opportunity for dislodging tin: adverse ,), 

which l.ampercd his development. (,) — R6 at once would have completely turned the tables and 
Black would never recover from the ba<i position of his Pawns on the Q side. Siq)posing 16 Q R6, 
16 n Kt3 or B4(or 16. . . .<,)XQ ; 17 17 QR— K sq.; 18 B Kt 18 R -K2 ; 19 BxB. 

19 RxB ; 20 P Cp4, and must win, for with due prcCtautions White will be able to support his QP 
sufficiently and then advance P QB4) ; 17P — (54, 17 (IR K sq.; 18 B -K3, 18 P - (,)B4; 19 PXB» 
19 BxB ; 20 (^>- Kt7, 20 B — 03 ; 21 P- QB4, with a winning advantage. 

40 . Game 4. - White cannot be blamed tor not seeing the most wonderful combination that the op[>onent 
had prepared. The move in the text w.as very forcible still. But (,) - (J sq. was now the only right 
move, whereupon, no doubt. Black would have answered P ()B4, w'ith the bettc-r game. 

41 . Game 4. One of the* most charming poetical Chess compositions that has ever been devised in prac- 
tic.al play. 

42 . Game 4. Of course if R — Kt sip, Black takes and mate follows in two more moves by R — K8 cli.. 
But full justiee has not been done to Morpliy’s extraordinary position judgment, which shows it- 
self on examination of the following lines of defence : 20 Q Q3, 20 P- -B4 ; 21 (^) B4 ch., 2i K- - 
B sq. ; 22 Q KR4 (or 22 (,) KB4, 22 BxR 1 ; 23 (>XP ch., 23 R B3 ; 24 (^IxRB, 24 R— K8, 
and wins), 22 BxR ; 23 QxPi 23 K — B2, and wins either by R KS or B - R6 aceordingly. 

43 . Game 4. -Black would have won much more elegantly by 22 R — Kty (threatening RxRP) ; 23 

Q- Q3, 23 KxBP ch.; 24 K— Kt stp, 24 11 Kty eh.; 25 K moves, 25 R K18 mate. We 
think it right lo mention that this variation was first discovered by the author, though it was after- 
ward claimed by another player now dc*cc.m*d. 

44 . Game 4. After this White must give up the Queen again, and his game is hopeless. 

45 . Game 4. — Ilis best defence was now K— Kt2. 

46 . (^ame 4.-— For if 29 BxB, 29 R (K3)XP ch., and the other R mates next move. 
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Game 5. 


Game 6. 


Game 7. 


tendon Chess Con- 
gress^ 1883. 


Vienna Chess Con- 
gressy 1872, 


London Chess Con 
gress^ 1883. 


ENGLTSCH 

ROSENTHAL. 

,P-K 4 


14 


18 

19 

il) 


M*— K4 
,KKt -- B3 

5 yKt-B 3 

,Kt-B3 

JKt - B3 


,B-Kts 


fcB Kts 


.0—0 


>0-0 


,P-Q3 


Ip-. 03 


,B-Kts 

47 

BxKt 

48 

iRxB 


Ip-i kk3 


,QB— KR449 

'B-Kt5 


,P-KR3 


Ib— (> ? 

50 

1 R — Kt sq. 


ip -\)kl3 

61 

c- 

! 


IR— K sq. 


. 


H’— KKt4 


|KtxP 

52 

IpxKt 


.BXP T) 


IpXP 

53 

^rxP 


IR...K4 

54 

,PXR 


ktxP 


P-KB4 


>Kt— Kt3 


,BXB 


igxB 


iBxKt ft wins. 


ROSENTHAL 

STEINITZ. 


, QKt-B3 

B3 

Kt— B3 BB 
l>-KKt3 


BLACKBURNE 

STEINITZ. 


3 


-KtxP 
“U -Kt2 

nB-K3 


10 


12 


>KKt- K2 56 

^KB-QB4 67 

1* 03 


,0-0 


•0-0 


,P KB4 


'kt— R4 
|R -03 

58 

lp-\H 


PXP 


Ktxi’ 


|KtxKt 


'QxKt 


|P-B 3 


•R- (J sq. 
, 0 -B 2 

‘Kt— Bs 

■ HXKt 

59 


yxB 
0 — kb2 


15 

16p 


17%Z?3_ 
A'P— OK13 


-0B4 


4n Kt-Ks 

IOO-K3 
Q-Ii3 


19yB..-K3 

„„ KR-Ksq. 

flUi>_i33 

„.Kt-Kt 4 
“Ip— KR4 


Game G—Cont'd. 
.«Kt -152 


QqLz?5 

«up_KK4 

ni QR 

Kt2 

nr Q Kt3 

"3k-Q4 


60 


27i 


jRxR 

‘•OXR 

R--Q sq. 


32, 

33 


yxBP 


,Q-B 7 


'B-Q 4 
|P— 0Kt3 

'R -Ks(i. 
,R-Q «4 

D 

IU--1}2 


B — B sc|. 

61 

K-K; 

,R Bsq. 

'0 K 7 
| 0 -Kt 3 

62 

^gxRp 


i 0 -Kt 8 ch. 

^K— R2 


, 0 -Kt 3 


'B-Kt3 
,P— KR4 

ip— Kts 

rKt-Q 3 ? 

63 


'QXKtP 
Black wins. 


14 

15 


18 

19 

20 


'Kt -B3 

64 

^B-K2 

6s 

'0—0 


.0-0 


'Kt-Ka 


,B B3 


Ip-y3 

66 

|(,)-(.)2 


iRt -(J2 

B R6 

67 

ixt -K4 


,BXB 


'KXH 

68 

>B-K2 


Ip— RB3 
,P B 4 

69 

‘kt— B2 


•QR— Q «i 


•p-B3 

70 

,B-B 4 


•b— y2 


,BxKt 


RXB 


|T’-BS 


'Kt “Bsq. 
|P-KS 

71 

Ibpxp 


,Kt -K6 ch. 

'BxKt 


PXB 


R—K2 


Game 7— Coat'd. 

O— Kt5 


0— Ksq. 72 
R-93 ! 

74 


22 

23rxp 

n, R-R 3 D 7 B 
fi4g_K2 76 

nr O-R6cli. 
««K— Ktsq. 

A ftR— B8 ch. and 


v\Vhite mates 
next move. 
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Englisch v. Rosenthal. 

47 . Game 5. — Wc prefer Kt K2 which prepares 1’ — QB3, and with the view of lirin);iii(r this Kt to 

Kt3. 

4 i 8 . (jamc 5. — As usual, it was unadvisalilc to exchange the 11 for a Kt. The correct play was Kt— 
K2. 

49 . Game 5. -IJ— K3 would bo (»iir choice. If lllack had played well he would have neutralized the 
advantaj^e of the two Bishops. 

60 . Game 5. — Weak. lie could have, at least, equalized the game by BxKt followed by 1 ’ .-KKt4, 

which woukl have kojit White’s QB shut in. 

61 . Game 5. — Waste of time which could have liecn Ixjttcr employed by R — K stp at once, lt>r instance. 

62 . Game 5. — A bold sacrifice, but we doubt its absolute correctness. 

63 . Game 5. -With this imprudent exchange he justifies White’s venture in actual play. But analysis 
would, we think, prove that IS - • . GRt — Kt sip; 16 Q -B3, (we see nothing more promising), l6 
. . . .K — KI2 ; 17 — Kt3, 17 Kt — R4; 18 (>-- R4 iS P — KB3 is in Black’s favor. 

64 . Game 5 - —As good or bad almost as anything else f ir White is sure to obtain an irresistilile attack 

by P— KB4. If, for instance now, 18 P QR3 ; 17 BxKt, 17 BxB ; iS 1 *— (I5, 18 B -Kt2 ; 19 

Q - ^ » 20 R— K3, with a winning attack. 


Rosenthal v, Steinitz. 

66 . Game 6.- - By a transposition of moves a Three Knights* game position is soon arrived at. 

66 . ( iame 6.- Tn (\'I. 12 we give iS. . . .KKt — B3 ; as Black’s best move, but neither i.-i satisfactory, 
and we think tlie King’s fianchetlo will have to lie abandoned in the Three Knights’ game. 

67 . G ame 6. -Anyhow wrong, for this H is liettcr placed at K2 in this opening. But the strong- 
est move at this juncture is, wc lK*lievc, P- KR4. 

68 . Game 6. • Much superior was, undoubtedly, • (I3. 

69 . Game 6. — (.)f course if P — QB4, White would first attack the by B -K4. 

60 . Game 6. This advance is very weak and soon causes the loss of this I"*. 

61 . Game 6. Forced, If R— K sq., Black w'oiild still capture the B followed by f^)~KtS ch. 

62 . Game 6. - Threatening Rx Kt. 

63 . Game 6. -Accelern ling defeat, but Ids game was alreatly untenable as he was two I *awns behind 
witli by far the superior position. 


Blackbume vs. Steinitz. 

64 . Game 7. — Up to this the moves of Inith parties arc identical with those in the foregoing game with 
the exception lli.it White’s 2d ami 3d moves were reversed in actual l»lay. 

66 . Game 7.— C'ompare Col. 12 for the stronger continuation 7 KtxKt. 

66 . Game 7. — Much better w.as 9 P - Q4. If White c.vcbanged in the centre it would have led to a 

position very similar to that arrived at in the previous game on Black’s 12th move with the position, 
of the defence slightly superior. Tf, however. White advanced P—K5, the Kt could retreat to . 
Q2, with ail even game. 

67 . Game 7. —Much inferior to Kt — K sq., followctl by P— (^)B3, in case White replied B -R6, after 
which Black wouKl obtain an excellent game b} P- KB4. 

68 . Game 7. —No more satisfactorj was 12 KtXBch.; 13 KtXKt, 13 KxB ; 14 Q — Q4 ch., 14 

K-— Kt sq , (if 14. . . .P KB3 ; 15 Kt — R4, or (>2 followed by 1* '-KB4, with a strrong attack) ; 15 
Q — B6, 15 B— K3) or 15. . . Kt B3 ; 16 QXQ followed by Kt — Q5); 16 Kt- Q4, with an excellent 

attack, for if 16 Kt -B3 ; 17 QxQ, 17 QRXQ (if KtxQ White answers effectually Kt— 

Kt5); 18 KtxKt with the superior game. 

69 . Game;.— Tfi3 P - KB4 ; 14P--KB4, i4KKt— B3; 15 PxP, 15 KtXP ; 16 KtXfjKt, 16.BX 

Kt ; 17 Kt — Qs, with a fine attack. 

• (Contimud on page 
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GAME NO. 5. 

White’s 15th move. yBxKtP. 
lU.ACK— ROSENTHAL. 



WHITE— KNC. LISCI I . 


GAME NO. 6. GAME No. 7. 

Move 29 ... .R- K sq.. Move 24 R — R3. 

WI.ACK - STEINIT/. BLACK STEINITZ. 



WHITE— ROSENTHAL. 


W 1 HTE— BLACKUU RNE. 
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70 . Game 7. — This weakens the (Jl\ H — Q2 at once* was certainly Ixstter. 

71 . Game 7. -A puzzling plan of attack, Imt not as correct and sure as OKt - i\.2, threatening Kt-- 

KB4 and preparing P — QTI4. 

72 . Game 7. — ^This was a grave error. 22 . . . Kt— Kt3 ; 23 Q- B6 ch. (if 23 Kt— K4 or R — Q3, Black 

may safely answer RxP), 23 K— Kt sq. ; 24 Kt— K4, 24 Kt— (>4 ; 25 RxKt (nothing lietter), 

25 PXR ; 26 Kt - Kt5, 26 R — Kt2 was suflicient to secure Black’s superiority. 

73. Game 7. — A beautiful move that carries the victory by force. 

74 . Game 7. — 23 P — KR3 w.as the only hope, though not of much use against best play on account 

of the continuation ; 24 1^) B6 ch., 24 K Kt s(|. (if K R2, White answers Kt K4, threatening 
Kt — KtS ch. followed accordingly by R R3 ch. or Kt — B7) ; 25 R- Kt3, 25 R - Kt2 l)e.st (if 25 

RxPf Wliitewinsby 26 RxP ch., 26OXR. followed by 27 O— B8 ch. and R -B7 ch.) ; 26 

Kt K4, with an irresistible attack. 

75 . flame 7. This powerful stroke loaves Black without re.source. 

76 . Game 7. Giving an opportunity for a brilliant finish. But there was no help. If P— KR4, White 
of course w’ould reply 1 \XP» and 24. . . .R — K2 was eciually useless, as Black would answer C} — R6 
ch., followed by Kt -K4, winning easily. 




THE SCOTCH C. 


This opening, which is one of the strongest in practical play as well as in theory, is 
already mentioned by old Italian writers, but derived its name and its introduction into 
public favor chiefly from the match between Edinburgh and London played in 1826-28. 
The most formidable attack in this opening is the one in which the P is immediately 
retaken on the fourth move, thus opening the Q file for White and liberating the KBP for 
a timely advance. We think, however, that our new defence pointed out in Col. 3 wdth 
its simplifying tendencies ought to give the second player a satisfactory game which, at 
any rate, does not subject him to such complicated attacks as Black has to sustain in 
most other variations. First in order, however, we have placed an entirely new line of 
development for White in answer to a move which we have, ourselves, favored in practice 
almost invariably, namely: 4. . . .Q — B5. The propositions which we make in Cols, i 
and 2 for the purpose of counteracting this sally, initiate a new line of attack, resting 
chiefly on the strength of White’s combined two Bishops and Black's inability to castle 
in time. It seems to us that the form of attack which we suggest has the advantage of 
reducing Black’s resources practically to one main line of play on the 5th move, and 
again, later on, the defence has no better option than to exchange B for Kt and to 
leave White with the powerful combination of two Bishops. White s Kt is also then 
better posted for the attack against the weak QBP by being j)laced at QB3, \vhereas in 
other variations the Q2 square forms the basis of operations for White’s Kt and the 
recovery of the P is made more difficult. 

In the next two columns the idea of advancing 7. . . .P — (J4 with the view of giving 
up the QBP is examined. Col. 5 represents the leading form of Black's counter attack 
as suggested by Herr von Gottschall in the Deutsche Schachzcitung which rests chiefly 
on the move 12 . . . .Kt — Kt5. In Col. 6 we propose quite an original line of play in- 
volving the sacrifice of a R for Black. We think that this variation if adopted in practice 
is likely to lead to various brilliancies. The fact that White’s Kt is out of jflay practically 
reduces the sacrifice to that of the exchange only, and the undeveh)ped state of White's 
game and his inability to castle seem to us to give Black sufficient attacking compensa- 
tion for the venture. 

In Col. 7 we differ again from the authorities who, we think, for insufficient reasons, 
let the QKt be developed at QR3, instead of in the natural way at QB3. It seems to us 
that the sacrifice of the P which we afterward recommend, gives White a powerful 
attack. 

In the next three columns we dispose of three different lines of attack with some 
novel modifications in each and demonstrate them in favor of the the defence. But in 
Col. II, w'hich is a variation of Col. 10, the attack wins on account of an unfavorable 
move for Black, which hitherto has held good in theory and practice, owing to the sim- 
ple move 1 1 B — B2, which we propose, having been overlooked. 

Finally in Col. 1 2 we analyze in a new way the strongest continuation in this form 
of opening, namely : 7 B — Kt5, and we think we show satisfactorily, though in a novel 
maimer, th%|L White ought to obtain the advantage. 



8. . . . K — Q sq. Col. 20 is an ingenius variation quoted from the Chess Monthly^ 
but not taken up in books on the game as far as we are aware. Col. 2 1 was already 
given in the International Chess Magazine in a game between Senor Golmayo and 
Captain Mackenzie, but has not otherwise been mentioned in theoretical treatises. In 
Col. 22 we endorse a defence hitherto held weak, while another which was considered 
the best is in the next two columns proved to be unfavorable, and new lines of play not 
yet noticed are introduced into the columns with notes. 

Cols. 25 to 27 contain novelties by Professor Berger first published in the Inter- 
national Chess Magazine. Col. 28 is taken from a game between the author and Zuker- 
tort. Some original analysis will, however, be found in the last two columns of that 
table. 

In Col. 3 1 we propose to show that the capture of a P which hitherto was con- 
sidered unsound may be safely adopted, and by a little alteration in the continuation 
offered by the authorities for the defence, we think that we prove our contention. In 
the next column a line of jilay which occurred between Messrs. Rosenthal and Bird is 
quoted and contains, we believe, the best moves on each side in that variation. Col. 33 
gives a new successful defence to a theoretical attack while the next column shows that 
the hitherto authorized defence merely leads to an even game. Col. 35 contains some 
explanatory additions of a complicated counter-attack as examples, and in Col. 36 the 
last two moves on each side arc new, and we believe a great improvement for the defence 
of Count Vitzthounes* attack. 

In Col. 37 the defence 5.’ . . .Q — B3 in last-named attack is, we believe, shown 
to be dangerous at least, though it used to be approved of by the authorities. 'Hie 
next two columns contain obsolete defences which, however, arc of some theoretical 
value, being treated in a new manner and may be of use to beginners. In Col. 40, how- 
ever, 4. . . .B — Kt5 ch. seems to us to be quite as good as 4. . . .B — B4, and perhaps 
even better, for we believe that the main line of attack by 6 O — O which used to be 
dreaded formerly is sufficiently met by our new answer 6. . . .Q — B3. The next two col- 
umns show the result of other defences and end favorably for the attack. 

On the next table the most noteworthy innovations are those of Col. 46, as the same 
position may arise in the Danish Gambit and we propose to show by a new process that 
the two Pawns may be maintained without danger. In the following columns of that 
table we show the danger of other defences that have hitherto been recomnicndcd, and 
especially the line of attack in Col. 48 will be found interesting. 

In the last table some inferior defences are examined, chiefly by our own inde- 
pendent analysis, and in some variations our conclusions differ from those of former 
authors. 
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59 


Ip k 4 

1 . The Pawn is taken witli the Pawn 


.KKt-B 3 
^(jKt B3 


0 ^ Q4 


XP 


First Continuation 





First Defence (Counterattack) g 

5 


QKt- B3! 


Second Defence 


KKt-lt3 


4 .TZ 


14 


Q Q 3 


Kt-Kts 




-Ks 

r« 3 K 3 _ 

®C> B3 


Third Defence - - - - 


Second C'ontinuation 
First l^efencc 
Second Defence 
Third Defence - 
P^ourth Defence 
Third Continuation . 
P'irst Defence 
Second Defence 


5 


Kt-Bs 


QKt— r.3 


,B— B4 


5 


KtxKt 


4 - 

4 ir^B 4 

4 ('pi{ 3 ? 

4 ir“kt 5 eh." 

.r- 9 n 3 


g’B-QB4 

SpxT' 

5 


Kl— B3 


II. The Pawn is taken with the Knieht Q 

UKixP 


First Continuation 
Second (Continuation 


4 


KtxP 


.KlxKt 


- - - - Cols. I, 2. 

- - - - Col. 13. 

- - - - Col. 14. 

( 'ols. 15 to 18. 
Col. 3. 

- - - - Noie 9, 

- ^ - Cols. 4 to 12. 

- - - (Cols, 29, 30, 
Cols. 19, 25 to 28. 

- - Cols. 20 to 24. 

- - Cols. 31 to 37. 

- - - - Col. 38. 

- - - . Col. 39. 

- . (Cols. 40 to 45. 

- - - Cols. 47, 47. 

- - - - Col. 48. 


Cols 49 to 55. 
. - - Col. 53. 
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1 


P--K 4 


P— K4 


2 


V-RS 

OKt- 153 ! a 

B— Kis 

,Kt -Kt 5 
'yxP Ch' 3 


o KKt-n 3 
«QKt— B 3 

3 

B-K3 


'Bxktch. 

KtxB 

Q-^>S 


8 
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Column I. Move II. Q— RS- 
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Column 3. Move 12. KtxQBP. 
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WHITE. 
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1 . Col. I. — If 3 P — Q3 ; 4 P — B3 with the superior game. 

2 . Col. I. — By a transposition of moves the same position may be arrived at in one of the ordinary 
variations already in vogue, viz.: 5 Kt — KtS, 5 B -KtS eh.; 6 QKt-B3 ! 

3. Col. I. — If 6 ...K — Qsq.; 7 Q — Q5, 7 (> -K2 ; 8 P— OR3 and we prefer Wliile, for if 8 

Kt— B3 ; 9Q Kt5+. ^ 

4. Col. I.— Or 9 Kt— Kt5 ; 10 Kt— Kt5, 10 KtxB eh.; ii QX^t, ii QXQ (or 11 

eh., 12 K— (^) s(i.); 12 PxQ. 12 K — Q sq.; 13 B — B4, 13 P— 03 ; 14 OR — f>B scp^-. Or if 9. . . . 
0— K4ch.; 10 B K3, etc. 

5. Col. I. If 10 0 -0 ; II Kt Kt5, II Q Ktj ; 12 B— K3, 12 0 — ^4; >3 ** •“0^B3, 13 Kt— O4; 

14P --0Kt4-f-i for if 14. . . .KtxB, White answers BxP eh. 


6. Col. 2. — No better is 10 Q K3 eh.; 11 K— B stp, ii K --0 sq.; 12 KR — ^Kt sep, 12 P— KKt3 5 

13 KB— Kt4, 13 P — B4 ; 14 B — Kt5 eh., 14 KKt— K2 ; 15 0 — ^i?2, threatening R - K sq.+ 

7 . Col. 2. -After 13. . . .K — Kt3 ; 14 B -K3 eh., 14 K --R4; 15 O—B5 eh., 15 P — 0^114 ; *6 B— 
eh. While mates in two more moves. 


8 . Col. 3. -Or 8 Q—Q 3 , 8 KtxB ; 9 (JXKt, 9 P -O3. - 


9 . Col. 4.- -If 5 P — 01 ^ 3 f 5 y — ^2 ; 6 0 ^ 0 ^ 3 * ^ ^^XKt ; 7 PxB, 7 0“ Kt5 eh. and wins. Or if 5 
KtxKt, 5 0 -«3 ; 6 O-B3, 6 OXKt.— 

10 . 4. -All ingenious defence first adopted by Dr. Isaacson against Zukertort. Compare Interna- 
tional Chess Magazine, Vol. 2, p. 210, July, 1S86. 

11 . Col. 4. — 8 KtxKt, 8 (JxKt leads to an even game. 

12 . Col. 4.— Or 9PXB, 9 O O ; 10 PxP, lo R— sq.; ii KtxBP, u Q— K4 ; 12 KtXR, 12 KtX 

P ; 13 K--B2, 13 Kt KB3 ; 14 0 K sq., 14 Kt Kt5 ch.; 15 K— Ktsq., 15 R 0 ^ » Q — 
K2, 16 KtxKP ; 17 K— B2, 17 Kt— Kt5 ch.; 18 K— B3 l>est, 18 0 -• B4 ch.; 19 K - -Kt3, 19 R — 
06 i:h. ; 20 OXR, 20 0 -1^7 ch. and wins. 

13 . C'ol. 4.— (.)r 13 0 — Q2, 13 OKt — K2 ; 14 Kt — Kt5, (otherwise Black will prevent the escape of the 

Ktby P— OK3) M. . . .0— K4 eh.; 15 B K2, 15 KtxP ; 16 0 - 0 , 16 Kt— B5 ; 17 B— B4, 17 
Kt— R5 + . If 13 0 — KB4, 13 Kt — K4 ; followed mostly by Q— K2. 


14 . Col. 5. — A move suggested by Herr von (jottschall in Deutsche Schachzeitung, 

15 . Col. 5.— If Kt — OR3 Black answers forcibly B— Kt5. 

16 . Col. 5. -Continued 17 Kt — R3 (if 17 Q — O^i *7 R— K8 ch., and mate’s next move), 17. . . .QR — 

B .sq. ; 18 B— B4, 18 R— K6 ; 19 0 - 02 » *9 0 — should win. 


17 . Col. 6. — ^White cannot give up the Q for another R as his Kt has no e.sc.apc, nor can he play Q— 
KB2 as Black could win by R— QS ch. Likewise, if 12 Q— K2, 12 Kt -K4 ; 13 Kt— O2, 13 Kt— 
Q6 ch. ; 14 K— sq., 14 B— Kt5 and wins. Again if 12 Q— QB2, Black replies Kt— Q4 with a 
line attack. 
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Column 7. Move 1 1 . 13 — K2. 
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18 . Col. Wliitc :i allowed to castle on the King's side, we consider that he has the l>cltcr game. 

19 . Col. 7. — Black cannot save the P without subjecting himself to a vehement attack. If, for instance, 

12 Q R6 ; 13 (^)R Kt sii*, 13 B -K3 ; 14 R -Kt3, 14 Q — R5 ; 15 Kt - Kt5, 15 0 - 0-0 ; 

16 B — Kt5, 16 Q — K5 ; 17 P — B3 and wins. 


20 . Col. 8. -A move introduced by Dr. Meitner in the Vienna Tournament of 1882. 

21 . Col. 8 If B - Q3 or Kt — Q2 Black may answer P — Q4. 

22 . Col. 8. — To prevent P KB4. If loP— KKt4, 10 P -Q4 ; 11 PxP, n Kt--Kl5; threatening 
Kt — B7 ch., and recovering the P with the better game. 


23 . Col. 9. -A game between Zukertort and Anderssen continued thus: 7 P — Q3 ; 8 0 O, g 

P -KR4; 9 P -KB4, 9 Q- Kt3 ; loQ— Q3, 10 P R5 ; ii B— B3, ii P- B4 ; 12 P--K5, 12 Px 
P ; 13 KtxKt, 13 P--K5 ; 14 KtxKt, 14 BxKt ; 1$ Q-- B2 ? Here we prefer 15 BxP, 15 PX 
B ; 16 Q B4 with the superior game. 

24 . Col. 9.- -This variation so far is given by Salvioli. 


25 . Col. II. — To prepare O - -O, which we consider better than O O -O as Black would be Ixmnd to 
castle on the Q side, and White's attack will lx: strengthened by placing the K on the other wing. 


26 . Col. 12. — For 7 B — B4. (Sec Illustrative game between Tschigoriii and Schiflers.) The move in 

the text i.s the invention of L. Paulsen, and is, w'e believe, the strongest at this juncture. 

27 . Col. 12. —Likewise unfavorable is 7. . . PxKt ; 8 PxB, 8 Q -Kt3 ; 9 O O, 9 P -Q4j (or 9 

(JXKP ; 10 Kt B3, loQ— B4 (10 Q — ^Kt3 is no better as White proceeds with P--Q5, fol- 
lowed by gB KB4); II P -Q5, II Kt ^K4 ; 12 B-Q4, 12 0-0 ; 13 P— KB4, 13 Kt Kt5 ; 14 

P- KR3, 14 Kt— KB3 ; 15P— KKt4+); lo PxP, 10 KtXP ; il Q— B34-. Again if 7 Kt - 

Q sq.; 8 0 — 0 , 8 Q— 0Kt3 ; 9 Q— K2, 9 0—0 ; 10 P— ()K4, 10 BxKt ; ii BxBf with an ex- 
cellent attack. 

28 . Col. 12. — Not 10 O O, in which case Black releases himself by Kt— QB5. 
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29. Col. 13. — This attack is the invention of Mr. G. B. Fraser of Dundee. 

30. Col. 1 3. — If 6 B — K3, 6 Kt — Kt5 ; 7 Kt R3, 7 Kt Q4 or KKt 153 +. 

31. Col. i3.-Aftcr 6. . . .B— Kts eh. ; 7 P -B3, 7 B -B4 ; SO O, 8 Kt -B3 ; o P— QK4. 9 B -K2 ; 

loKt— Q2, loQ— Q4; II B- B4, II Q KR4; 12 R K scj., 12 P <,>3; 13 P--KR3, 13 Kt — 
Q sq.; 14 Kt -B sq.+ Or if 6. . . .P O3 ; 7 0 - 0 , 7 (V-K2 ; 8 R— K s<i., 8 B— K3 ; 9 KB— 

QKtS, 9Q Q2 ; 10 Kt — <14, 10 KKt K2 ; ii OB Kt5, ii P (JK3 ; 12 B R4, 12 P — <jKt4; 

13 KtXB, 13 PxKt ; 14B— Kt3, 14P (^4; 15 P (^>R4, followed I )y P—R5 with the superior 
};ame. 

32. Col. 13. -Or II B— Kts, ** B— K2 ; 12 Q— K2, 12 P— yR3+. 


7 , 3 . Col. 14. - Or 7 Kt Q2, 7 B-B4; 8 P-KKt3, 8 Q— R4 ; 9 Kt— K13, 9 ()B-KKts 5 I* "^ 3 . 
10 R — II Q— B4, II BxB ; 12 PXB, 12 B — ^B6+, 


34. Col. 15. — It iiijikes no (liffercnce in our opinion whether this ch. be j^iven at once or alter (^>XP ch. 

The reason aj^ainst the latter j^iven by some authorities is, that after 5 . . . .<JXP cli. ; 6 B -K3, 6 B - 
Kts ^Vhile may answer 7 Kt <|>2, but with the continuation 7. . . .B K4 ; 8 P--QB3 (wo 
see nothin}^ iK'tter), 8 — fl4 ; We arrive at the same position as in the main columns. 

35. Col. IS- Jf 8 ... Q Kt 3 ; 9 Kt- CIB 4 , 9 P DR 3 ; 10 Kt— Q 4 , 10 B--Kt 3 ; ii KtxKt, ii (^)X 
Kt ; 12 BxB, 12 PxB ; 13 <,) O 4 , 13 Q— KB 3 ; 14 (^)XQKtP. ! 


36. f'ol. 16. -'Phe above variations occurred between Messrs. Rosenthal and Steinitz in the Baden 
Tournament, 1870, with the followinj; continuation : 13. . . .Kt — (>4 ; 14 Kt B4 (ifi4Q Kt3, 14 
P--C)3 ; 15 K (Jsq., IS RXB; 16 KxR, 16 B -Kts 17K- K sq., 17 Kt -Qs ; iS PxKt, 
18 9—K4 ch., and wins), 14 BxPeh.; isPXB, IS KtXP ; 16 Kt- -K6, 16 RxKt ; i 7 BxRt 

17 Ktx9 ; iS KxKt, 18 9 XP+. 


37. Col. 17 . ' 10 P-- 9 R 3 ; 11 KKt — f,)B 3 , ii KKt — K 2 ; 12 P KKt 3 , 129 — R 3 ! may, wc believe, 

also lx; played with safety. 


38. Col. 18. —The moves in this column occurred between Messrs. Blackburne and Steinitz in the 4fh 
prame of their match of 1876. 

39. Col. 18. — In the sixth ^/ame of the same match Wliilc played 10 KKt — R3, and then followed : 11 

. . . ; *2 o -Kts 12 Q— B3 ; 13 9— O2, 13 9XKtP+ 
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40 . Col. 19.— 8. .^.B -R4 ; 9 Q— (12, 9 P— QR3 ; 10 Kt R3, 10 BxKt ; ii QxB, iiQXO, nivfs 
Bltack hardly any advantage. 

41 . Col. 19. — If 9P — CJR3, 9 B — R4; 10 P— ()Kt4, 10 B— Kt3 and wins, lor White’s KKt has no escape. 


42 . Col. 20. -Or 9QB -B4, 9P— KKt4; loB— Kt3, loP— KR4; 11 P -KR3, 11 P— R5 ; 12 B -R2, 
i2KtXB; i 3 KxKt, 13 P- Kt5 ; 14PXB, 14Q- K4; 15 B -K2, 15 Q -B 5 ch.; 16 K-R sq. 
(if 16 K— Kt sq., 16 P--R6, and wins); 17. . . .KBxP+ 

43 . Col. 20. — Contimie<l 14 PXB!, 14 (J — B6 eh.; 15 K— R2, 15 B-(,)3, .and wins. This line 
variation was first pointed out in the Ixindon Chess Monthly and afterward occurred in a match 
between Messrs. Dclmar and I..ipschtltz. 


44 . Col. 21. - -The moves of this variation occurred in a match game between Senor GoIm.ayo and C.ap- 
taiii Mackenzie. We slightly prefer White, whose Pawns on the Queen’s side are compact, while 
the Black Pawns are separated. 


45 . Col. 22. —Black has the majority of P.awns on the Queen’s side and may continue accordingly with 
Kt — QB4 or B — QB4, with the superior game. 


46 . Col. 23.— Or 10 Kt— Kt3 ; 11 P— B5, 11 BxB, ii PxKt ; 12 B— R3, 12 PxBPq 

47 . Col. 23.— Continued 14 QxB (or 14 K— Kt2 ; 15 B— B3, 15 B -Kt5 ; 16 BxB+) ; 15 

Q — R6 ch., 15 K-Kt sq. ; 16 K— K2, 16 Q - Kt; ; 17 Kt - B3+ 
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48. Col. 25. -If II BxKt, II rxQ; I2llx0cli., 12KXB ; i.5r-QR3, ijPxKt; i4rxH, 14 Px 

KtP ; 15 (» 1 R Ktsq., 15 QR Kt sq. |- (Salvioli). In tlic ViVnna Toiirn.'iinriit, 1S82, 1k*1\vccii 

Paulson ami Ziikrrtort, occurml ii Q H2, iiP O5; I2 O O O, 12 PxKt ; 13 P 1 ^ 5,13 

P-KR3 (iti3....QxP; I4K-G8ch., 14K-K2; isHxKt ch. + ); 14 PXKt, i4Ktl*XP-l-. 

49 . Col. 25. -(’ontinuod 13. . . . KtxO ; 14 KB 0 ^ 6 , 14 IvtxKt ; 15 P»Xl<, 15^1 1^5 <lis. oli.; 16 
J* 91^3+ (Salvioli). ' 

50. Col. 26.- If 9 V O4 ; 10 I*. I\t5 cl\., 10 K 11 hq.; ii 15 156 , 11 (^)R - Kt.sq. ; 12 () (> i . 

51. Col. 26. Or IT. . . .PXP ; 12 KtXl\ 12 KtxKt ; 13 PxKt, 13 P>xB oli. (if 13. . . .(,)XP ; 14 B - 

QB3, etc.); 14RXB--. 

52. Col 26. — This variation is oxtractcvl from an analysis of this form of oponini^ hy Profos.sor Borgcr, 
which appoarod ill the Iniernaliotutl CIuss Magazine Doc., 1887. Professor Berger dismisses 
here the game in favor of Bl.ick <m account of the latter’s j)r«»speclive attack on the open (jKt file. 
We do not, however, agree with this conclusion, and as already stated in the above quoted journal, 
we think that the weakness of Black’s doubled Pawn and far advanced QPfor the ending, \vill not be 
outweigheil by any formati«>n of attack against While’s King, c. , I,*". ; 13.... 15 - K3 ; 14 Kt B4, 14 

Kt sq. ; 15 <[> Kt3, 15 R-- Kt5 ; 16P-— Kt3, threatening (> -K5, followed by Kt -R5, or 
Kt -K5 at once with the superior game. 

53. Col. 27. 11 13 15 Kt5, 13 15 154; 14 15 K3, 14 BxB; 15 (,>XB, 15 P-4JB4 h. 

54. Col. 27. — 'Phe above line of play occurred in a consultation game Ixitween Messrs. Bauer, 15 ,irnes and 
('iM^pi, against Mi-ssrs. Richter, Dr. Rosenthal and Seeger. 


55. Col. 28.- If 7....P 1)4; a position arises similar to that in Col. 21, and White may exchange 

Pawns folluvvi’d by B K15 ch., with a goinl game, even if Black afterward forms a double P by 
BxRt. Por White’s Queen will subsequently enter at Q4, followed .soon by P— QB4. 

56. Col. 28. Belter than 10. ... BxKt ; ii PxB, ii P ■KR3 (necessary, as White threatens BxKt, 

followed ’oy <,> K5. If II P <.)I 53 *, 12 P QB4, 12 P — (,>5 ; 13 P — B5 I . Again, if 11 B 

K3 ; 12 P -KB4-f ), 12 B — K3 with the .superior game. 

57. Col. 28. The alxwe moves oecurred in the second match game between Messrs. Steinilz and Zuker 
tort in 1886, with the eveepfion of a iransiwsition of move.s. For Black jilayed 7. . . .P — Q4, and 
after tlni exchange ol Pawns, Ixith sides castled. 


58. f.'«>l. 29. — 'Phis attack was introduced by Burn and for some time was i.iiieli in favnr. 

59. Col. 29. — The right defence, which we Ix-lieve was first adopted by the Rev. W. Wayle. If 5. . . .<,1 

B3 ; 6 Kt B3, 6 KKt ■ K2 ; 7 Kt— K.3, with a good game. 

60. Col. 29. If 6 PXP?, 6 BxKt ; 7 I’XKt, 7 BxP cb.; 8 KxB, 8 (JXQ; 9 BxP, 9 -Q 4 C- 

61. Col. 29. - Or 7 QXP, 7 ; « ^*XQ, S Kt— Kts | . 

68. Col. 29. -Threatening RxKt with an irresistible attack. 


68 . Col. 30. — Obviously if 14 <JxKi, 14R— K sq.; and if 15 B ~K4, then RxB. 



THE SCOTCH GAMBIT, 


yo 


.P~K4 
Ip— K 4 


y KKt-B3 

“QKt-Bs 


jP— Q4 


apxP 


.B-B4 

4 b-B 4 


5 


31 

0-0 


pP-QB^ 

Dpxi‘ 



pKKt--Kt5 

okn<v ~ 

QB-Kt3 

0P-KK3 


10 ' 


Kt— B3 

;>H - KKts I ■ 


32 


6 (,)b- 

7- 

8 


KK15 
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0() -0_() 
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i^yKt K2 

-„BxKt ^ 
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,.K-ysc,. 72 

Hr k 4 

.„P^5)B4_ 

l“y-Rs4 i) 


BXP 
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RtxB 

yxKt 


yR~K srj. + 

1) 74 


69 


Cdlumn 35 . Mow 12 ()— R 5 . 

WLACK. 



Column 36 . Move 1 1 . . . .QR - K sq. 

iJi.ArK. 



WHITE. 


WHITE. 
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64. Col. 32.— If 9 BxKt, 9 RxB ; 10 PxBt JO P^KK4 ; ii Q— Q sq., 11 Q — Q2 ; 12 P— K4, 12 B 
— Kt3 ; 13 B -Kt2, 13P— 06 ; 14OXP, i4Kt— K4; 15 Q— K2, 15 0 - R6 ; 16 Kt O2, 16 P — 
KI5 ;iiul wins. For if White play P — KB4, Black answers P — Kt6. 'I'he above variation is 
from the German Handbuch. 

65. Col. 32. From a game betwoiai Rosenthal and Bird, London Tournament, 1883. 


66. Col. 33. -White’s attack is broken. If, for instance, 12 B — R4, 12 P -KKt4 ; 13 KtxP» 13 PXKt 
14 BxP, 14 Kt --K4 ; 15 P -KB4, 15 KtxP and wins. 


67. Col. 34. 9....Q— K2 leads to greater diflicultics, i*-. ; 10 P— K5, 10 PxP ; n B— R3»ilQ 

■B3 ; 12 OR Ksq., 12 KKt— K2 ; 13 KtxP, 13 KtXKt; 14 Q -Kt5 ch., 14 KKt-- B3; 1$ 
P- 'B 4 +. 

68 . Col. 34. --Evidently best. If, for instance, 1 1 PxP ; i2 0 R~Ks(i., 12O— r>4;l3 KtXP| 13 

KtXKt; 14 P — KB4 with a powerful attack. 

66. Col. 34.-Continued 14 BxKtP, 14 BxB ; 15 QXB, 15 0—0; 16 OXBP, 16 Kt— B3, even 
game. 


70. Ciol. 35. — It makes 110 diflerence whether White takes the B at once or checks lirst at (,>5, driving 
the K Kt2, Black can always afterward proceed with P — 0)4. 

71. Col. 35. Or loQxP ch., 10 QxQ ; n PXQ, n Kt -Kt5 ; 12 Kt— R3, 12R -K sq.ch., followed 
by KtX^P-f-. 

72. Col. 35. 1 1 K— B sq. miglit lead to the lollowing brilliancies ; 1 1 R -K4; 12 P -QB4, 12 !*>— R5; 

13 Kt -(,>2 (to prevent — K5), 13. ..B— R6; 14 Q — R3, 14 QR— K sq.; 15 PxB, 15, R - ‘K6 ; 

16 PxR< 16 RxP with a winning attack. 


73. Col 36.--lf 10 KtxP, 10 KtXKt; 11 yxKt, ii yxP ; 12 QXP?, 12 P— (,>6 dis. ch., and wins. 

74 . Col. 36.— Black threatens to win the KP by P— KR3, and if 12 R ~K sq., 12 P- (J6 dis. ch.; 13 K 
moves, 13 Kt—Q5 + . 
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MJ -R 4 
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,0 Kt3 
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84 


Cdhnim 37. Alow 11. P- ■ I>6. 

HLAl'K. 



Column 40. Movf 10. . . . P — <,>4. 

IM.ACK. 



WHITK. 


WHITE. 




THE SCOTCH GAMBIT. 


7% 


75 . (ol. 37.— Or 8 Kt K4?; 9 KtXRP, 9 RxKt ; 10 (>B -KKt5, 10 Kl— B6 ch.; n PxKt, li 

9 -K 4 ; i2Bxl*ch.4-. 

76 . t'ni. 37. — If II QxKl’ ; 12 PXP, 12 Qli— KKt5 ; 13 y — Q5 and wins. But it is ni'^e- 

worthy that White would lose by 13 PxR queening, 13 BxQ ; 14 Q -B6, 14 KKi — Kt5. 


77 . C'ol. 38.— Best. If 6. . . . B— Kts ; 7 (,) -Ktj, 7 BxKt ; 8 (,>xKtP, 8 K (?2 ; 9 (,)XR, 9 Q— Kt3 ; 
10 P -KKI3, 10 Q— Kts ; " R— K sq. 

78 . Col. 38. — Fur 10, ...K- s<i. is Black*spx:»l answer; since, if 10.... P OB3, W.ite answers 

KtxP. I 


79 . Cul. 39. --5 P- <?B3, 5 I'XP ; 6 KtxP, 6 B K3 ; 7 BxB, 7 PxB ; 8 g Kt3, 8 Q-B sq.; 9 KKt 

Kts <^»pniion, well defensilde for Black, who ought to maintain the P Plus. 

80 . Col. 39. — Not 8 KB- gKts at once on account of 8 PxKt ; 9 KtxKt, 9 <^^XQ ch.; 10 KxQ» 

10 P— gR3 ; II B— R4, 11 B— g2, recovering the piece. 

81 . (^»l. 39. Or 8 P B3 ; 9 gBxRP, 9 PxB ; 10 Q -Rs eh., 10 K--K2 ; ii BxP, threatening 

mate by g - B7^ . This column is quoted from a game lx:twecn Bilguer and von der Lasa. 


82 . C.. 1 . 40. -Or 7PXP. 7 P 


83 . Col. 42. — To simplify matters. If Black try to keep Iwth Pawns he may get into flifiiculties, 

10 P -gd ; ” B-- 93 » “ QB— B4 ; 12 Kt -R4, 12 g— R4 I ; 13 KtxB, 13 KtxKt ; 14 BxKt* 

14 QXB ; 15 PXP, 15 BxP ; 16 BxP, etc. 

84 . Col. 42.-- This variation occurred in a game by correspondeiiri; lietwei'ii Kdinburgh and London 
in 1827. 
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..p_Kn4 

aar h 


H 4 cli. 
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Bkt-B3 
pKtxP 
Db— K ts 

7 ^_”_ 
' Bx'Kt 


8 ^® 


bSv 


V 3 

K-S 


P-KKt 3 -i- 93 


XP 97 

in9 R 4 I) 

AD(j o ■■ 98 

ll” >^3 

i^R Ksij. 

i nR -0 sq. 

i“P. <^)2 

jglvt__Kt3 1- 


(.^iluiiiii 46 . Mow 9 . . . . P ■ KKt 4 . 


C'oluinii a''. Move 10. O -R4. 


HLACK. 



IJI.AClv. 



WHITE. 


WHITE. 
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S5. Col. 43.- -If 8 Ks, 8 Kt -KtS ; 9 P --KR3. 9 Kt— R3 ; 10 P K6, 10 0—0 ! 

86 . Col. 43. — After 9 ...KtxP; loBxKt, 10 P — Q4 ; ii B — K 2 is V/hite’s best move, for if ii B — 

g3, II Kt— KtS ; 12 Kt ~B3, 12 KtXB ; 13 KtxKt, 13 Q-B3 ; 14 P— B4, 14 P-B4 and Black’s 
passed Pawns 1 )ecome very dangerous. 

87. Col. 43. —Stronger than 12 Kt — K4, 12 R--K sep; 13 I'XPf 13 R — K3 (not 13 RxKt ; 14 Qx 

P, 14 R R5 ; 15 Q — R8 ell. and mates next move) ; 14 R — g sq., 14 g— K2. After the move in 

the text, Black has no better answer than 12 gxKt, whereuiKin White captures the R, queening 
the P with a cli. and remains with the exchange and two Pawns ahead. 


88. Col. 44.--If9 Kt - g5 ; iog--g3, log— B3; II PxB» II KtxKt ch.; 12 gxKt, 12 gxR ; 

13 gxP ch., 13 K — g S<1.; 14 B— Kt5 ch. and wins. 

89. Col. 44. -Or 10 g — B3 ; ii B— Kt2, ii Kt — K4 (if ii. . . .g— Kt3 ; 12 Kt — R4-f ) ; 12 K — R 

sq., for White afterward proceeds with KtxKt, followeil by P — KB4. 

90. Col. 44.— Continued 12 B- K3 ; 13 Kt — g,5, 13 BxKt ; 14 PxB> 14 Kt— K4; 15 B --Kt5 

ch., 15 K— B sq.; 16 gR K stp, with the superior game. 


91. Col. 45.— If 9 P— KR3 ; 10 g— Kt3, lo B— Kt3 ; ii gKt --(,>2, ii Kt -R4 ; i2g-R4-f. 

riiis Coliinin with Notes are quoted from Cook’s Synopsis. 

92. Col. 45. ' Continued : 14 g- R6, 14 K — Kt sq.; 15 Kt-g2, 15 BxP ; 16 Kt— Kt5, 16 P - KB3 • . 


93. Col. 46. — This position also occurs in the Danish G.ambit by a transposition of moves. 

94 . Col. 46. — It is very rarely that such an early advance of the KKtP can be recommended, and it 
looks especially dangerous here, as the range of White’s gB is increased. But we think this is 
quite sound now. 

95. Col. 46.— If 10 P--B4, 10 PxP ; II RXP, II B Kt2 ; 12 Kt -B5?, 12 KtxKt; 13 PxKl, 13 
g - Kt4-f. 

96. Col. 46. - White cannot well advance the KBP, t*. jV. ' 12 P— B4, 12 PxP; 13 ^XP, 13 g “ RS \ I 4 
g — g2, 14 KR— Kt sq.-f- . 


97. Col. 47.— Or 9 KtxP ; 10 KtxKt, 10 PxKt ; 11 g— K13, ii 0 -(J ; 12 15 — R3-f. 


98. Col. 48.— If 10....B— g2; II R-gsq., iig-B sq.; 12 B— R3, i2Kt— gs?; 13 BxPeh., 13 
KxB ; i4KtXPch..f. 
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(^)himn 50 . Move 14 . PXP- 

ISLACK. 


('oliiniii 52 . Move 10 . Ki K 4 . 
HL.U’K. 



WHITE. 


WHITE. 
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99 . t 'ol. 49. — Frnm a jrame lK*twoeii Coring aiul \V. raiilscn (Salvioli). White has a strong attack. 


100 . <'01.50. — IfS. . . .K ~B scj.; 9 KtXl*, 9 KtxKl ; 10 PxKt, 10 BxB ch.; 11 

101 . <.'ol. 50.- (.'oiitinued: 14. . . .Kt — B5 ; 15 I* — <.Ui4, 15 Ktxl* ch.; 16 K — B2, 16 Ki— B5 : 17 O - 
<>4, 17 Kt— R6 ch. ; 18 K — li si|. i- 


102 . < 'ol. 51. — We .slightly |»rcfcr Black’s game 011 account of the two Bisho[>s. 

103 . Col. 52. — The chief fault of this move is that it blocks the si|uare where the Kt is wanted to go to 
attack the weak KP, or in order to effect the exchange of the important hostile KB. 

104 . Col. 52. -Or 6. . . .P — (^>3 ; 7 P- B5, 7 Kt B S(|.; 8 Kt -B3, with the superior position. 

105 . Col. 52. IfQ O — O; loKt- R4, io<^) -R3 ; 11 P -H5, ii Kt Kt4 ; 12 i) ICt4, and wins. 


106 . Col. 53. - -A bold, and in fact, unsound sacrifice introduced by Cochrane. 


107 . Col. 54. -Recommended by Staunton in preference to 8 Kt — B3 as was played by correspondence 
between Edinburgh and London. 
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Game 2. 

Ijcipzig Chess Coh~ 
gress, 1877. 
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Game 3. 

Hufresne Lehrbuch. 
Des Schachspiels. 
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Game 4. 

Leipzig Chess Con- 
gress, 1877. 
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Tschigorin v. SchifFers. 

1 . Game i. - 7 Kt— K4; 8B— K2+1, 8 P— Q4; 9 P— KB4 (or 9 Kt— CJ2, 9 (J— KKt3),9 QKt— B5 

is, in our opinion, the best defence here, for if 10 P — K5, 10 Q— R5 ch. (not 10 KtxB ; ii Px 

y, 11 KtxQ ; 12 PXP+) ; II P— Kt3, ii KtxB ; 12 Q— R4ch., 12 B-Q2+. 

2 . . (iamc I. — ^The capture of this P was at least hazardous at this juncture. 

3 . (iaine 1. — Tf 10. . . . 0—0 ; ii Kt — Q2, 11 Q — ^Kt3 ; 12 Kt — KI5, recovering the P with -i strong 
attack. 

4 . Game i.— An excellent nuive wliich obviously prevents Black’s castling at once, as he threatens to 
win a piece by P B5. 

5 . Game i . — White might have also recovered the P with the better game by Kt — B5, but as will 
be seen this is much stronger. He threatens again P-— B5, etc. 

6. Game I. — Weak. — R5 was his best play. 

7 . Game i.- Foreseeing tlie sacrifice of the exchange which White would recover with a P plus after 

20 g— Kt2 ; 21 RxB, 21 PXR ; 22 KtXP, 22 Q— B2 ; 23 KtxR, 23 KxKt ; 24 PxP, and 

should Black attempt 24 QxRPf the reply B- -B4 followed by Q— K6 would win for White. But, 
no doubt, he would have cho.sen this line of play as the lesser evil had lie perceived the fine combin> 
ation wliich White winds up with. 

8 . Ciame i.— Of course if R — B2, White wins by B — B4. 

9 . Game 1. — A masterly coup which leaves no escape for the opponent. 

10 . Game 1.— Of course overlooking the opponent’s deep design. But he could not win the game, for 

if the Kt removed White would win by Q — Q7 ch. 

11 . Game 1.- -A highly ingenious and brilliant termination. 

12 . (i ame i. — Mate is forced in three more moves. If 25. . . .R — B2 ; 26 Kt— K6 ch., 26 K— Kt sq. ; 27 

R — K8 ch., and mates next move. And if 25 K — Kt sc^.; 26 B — B4 ch., 26 R — B2 ; 27 R — K8 

ch., and Kt — K6mate. 

Paulsen v. Anderssen. 

13 . Game 2.— After 8 KKtxKt, 8 KtPxKt ; 9 BxB, 9 PxB ; 10 0 — 0 , 10 P— Q3 ; ii B— K3, wc 

somewhat prefer White. 

14 . Game 2.— Probably, in order to avoid the slight disadvantage of the last-mentioned variation. 

15 . Game 2. — Weak on general principles, and it also drives the B to a more favorable post. Much better 

was lo KtXKt ; ii PxKt, ii P— Q4; 12 P— K5, 12 Q— Kt3. 

16 . Game 2.- -Owing to Black’s weak advance of the QRP in the lolh move, this usually good develop- 

ing rc.source is not available and costs a Pawn. 

17 . Game 2.— Black gives up another P in order to lay a trap which, however, turns out unsound. 

18 . Game 2. — 20 R — B2 would not have been good, as Black might have replied P — KKt4, and if 21 P 

XPf 21 Kt — K2, and wins. 

19 . Game 2. — On this and the next move Black has evidently relied in forming his counter-attack, but 

as will be seen White has an ingenious reply in store. 

20 . Game 2. — The only salvation, but also sufficient to insure victory. 

21 . Game 2. — For after the exchange of Queens White can easily release himself by R (B2) — KB sq., 

making room tor K — B2. 


Blackbume v. Mason. 

22 . Game 3. — This exchange is not to be recommended. 

23 . Game 3. — White might have maintained his two Bishops by B-— K3, and if then 8. . . .KKt — Kt5 ; 
9 B — QB sq., and the Kt would he driven back again idtimately by P — KR3. (Dufresne.) 

24 . Game 3. — A decisive error, as soon appears. (Dufresne.) 

(CotUinued on page 81.) 
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(CotUinued from page yg.J 

26 . Game 3. — To prevent B -Kt5, which would have been Black’s best answer to the move in the text. 

White ought to have played ii P — KKt4, for if ii BxP; 12 BXB, 12 KtXB ; 13 KR — Kt sq., 

13 Kt --B3 ; 14 Kt — y5, 14 K — R sq. ; 15 RXPf *5 KxR ; 16 R — Kt sq. ch., and wins. 

26 . Game 3. — Better than playing the KR, which is retained in onler to support an eventual advance of 
the KRP. 

27 . Game 3. — Blackbiirne’s play is a good model for the attack against the side on which the opponent 
has castled. 

28 . Game 3. — If 18. . . .Kt- 156 ; 19 (J — K3, 19 KtXR ; 20 KxKt, followed by R — Kt3 and R R3, with 
an irresistible attack. 

29 . Game 3. — Much better, was clearly the same R — K sq. 

80 . Game 3. -Black here misses the opportunity of recovering the game, for we believe he could win 

by 23 Kt— B5 ; 24 Q — B2 (if 24 BxKt, 24 RXP ; 25 Q moves, 25 RxK.t, followed by BxR or 

RXP») ; 24 RxP ; 25 R — Kt sq. (it 25 Kt — K6, 25 RxKl) ; 25. . . .B — (J2, with a P ahead 

and a good game. 

31 . Game 3. -For Wliite must win the Q by RxP ch., followed by P— Kty ch. 


Zukertort v, Schallopp. 

32 . G amc 4.- -This move w<as first introfhtced by Blackburne. 

33 . Game 4.— 6 Q --Kt4, 6 Kt — B3; 7 <»>XP, 7 KR --Kt scj. ; 8(J- -R6, 8 BxP ch. would give Black the 
better game. 

34 . ( lame 4.- As he is Ijoiind afterward to advance the QP, a hole is cre.ated m the centre. There was 
no ilanger in O O. 

35 . Game 4. --It was high time to get into comparative safety with his K by 0—0. 

36 . Game 4. -It is interesting that though White is menaced with the loss of a piece all along, his 
counter attack gives the opponent no time for taking it. 

37 . Game 4. —A simple way of saving the piece as well as the Q whicli was threatened by cither R mov-> 
ing to y sq. 

38 . Game 4. — The exchange is given up in the liope of making some impression with his Pawns on the 
King’s side, and this seems to have liccii his Innst plan, though he was only one P behind he had no 
game left otherwise. Of course, if QxKtP at once. White would answer BxB, followed by R — 
Kt sq. 
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jP K 4 
lp-K 4 


„KKt-B 3 

flgKt--B 3 


^ Game 5. 

Ihtfresne Ijthrbucht 
Des Schachspiels. 

MINCHIN 

WAYTK. 


KtxP 


[b— B 4 
.Kt--Bs 

Ip g4 


KtxPch. 


Ik B sq7 


,Kt-Rs 




kt- Kt3 


Kt -113 


PXP 

39 

yB— KKtS 

p- KB3 

40 

R--K .sq. 

ch. 

B -K2 


Kt -gs ■ 


Kt-- B3 


BxP i) 

41 

g -g2 

42 

P— KR3 

43 

k-gsq. 


r, 0 te 
Ixx 


1 P 

IBkt K5 

llKt -B 7 


Kt -By ch. 
and wins. 


Game 6. 


Dufresne Lekrbuch, 
fJes SchachspMs, 

MEPIIISTO • 
AMATKUR. 


“ly-Rs 
-KKt-B3 
OgxKP ch. 
- 1 ^K 2 
0 l*--g 4 4A 
nO <J 
/« ks" 

«Kt-B3 

O0/-B4 
n KB QKtS 
•'KK.t-K 2 



lUg Kt 3 

..P-K14_ 

*^1*- kU4 45 

4 qR K sq. 

an KtXgP 
lOo -C) 0 
.,«XKt _ 
HktxB 46 

Kts 

10mr4ch.47 



AOB-K3 48 

.-KKtxBP 

I'BxBch. 



AOiVxKt 

Awg H 2 

9flL±4___ 

"WRR- Ksq. 

O4K-QR3 
^^K-Klsq. 
qqR- Kt sq. 

“«y--Bsq. 

P~gi;U4_ 
fluRtxP 49 
q/J V4 50 
fl 4 Kt-B 3 
^-RXPch.D61 
O&KXR 58 

nn^XPch. 

“OKtxR 

niy Q 

“ • and White 
mates next move. 


Game 7. 

Salvioli Theoria &* 
Practica* 

Von BILGUER 
Von IlEYDE- 
BRAND. 

B-B4 
’B— KtS ch. 
rP B 3 
UpvH 


b QBxP 

»P-B 3 

nQ_Kt3 

OKt -■ R3 

qP- KS 

“PXP 

lflKO<L_ 

*•*0 K2 
..KtXkt 
llktpxkt 
I. PXP 5 4 
IfiQXB 
j q ^^XB 

I0P-Q4 

j jR - K sq. ch. 

14 k— ysq; 

4rKt -B3 

10b~R6 6’6 

4nP- KKt3 

*OpxB 

.Ml< Qsq.ch . 
1 ' B -<)2 

iq^-K^T 

^OqR— B sq. 

in(,>XPatB6 

loR-Ksq. 
RXBch. 56 

fiUyxR 

Q-B6ch. 
fllR- k2 

99 ?^Z^ 5 _ 

fiflKt- -klsq. 

onQ Ktj 

flOy "K sq. 
n.R Qsq. D 
White wins. 


Game 8. 

(':^s/p's Alanual. 

KOLISCH 

HARRWTTZ. 


B B4 ' 

0 0 


P-- 93 " 

P-B3 


PXP 
g-Kt3 
kt ~R4 
BxPeh. 

■57 

K B.sq. 

gxBP 


KXB 

gxKt 


Kt-B3 

P Ks 

68 

Kt-Ks 
p- gKt4 


BxP ch. 
RXB 

59 

Ktxk 

KXKt 

60 

IR -B s«i. 
.B KtS 


Ig .g2 

,g gsch. 


'K-Kt3 

-Ktsq. 

RXKt 

|PXR 

61 

IP-B3 

,g -‘.'a 

62 

Ig B4 
,P -B4 

63 

'PXP 
g— goch. 
^B:=k,3 

Kt-g2 

1P--KR3 

B R4 

IPXP 

kt-B3 

fcK— R2 
.R-K sq. 

64 

IR— k sq. 
,K-B2 

65 

ig-Kts 

,R-K4 

66 


Game 8--Cont'd. 


g- 

R 4 

B.. 

-Kti 

R 

K3 


-g8 

V 

Kt3 

Kt 

-g4 


wLin ___ 

““R K4 
qqQ’-RH 68 

Q jKt — K2 
«^P-KR 4 

qc9-?3 

uOgxRP 

.. g- kBsfi. 
dOg—gy 6 » 

n„ g-Ktst|.ch. 

d/K— R3 7» 
R -B6ch.D 
OOpxR 

n-jB — B4ch . and 
White wins. 


*A so-called automaton rhess player, which was exhibited In Ixjndoii fur many years, and was conducted by 
Ur. Gunabeiig. 
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Minchin v. Wayte. 

39. Game 5.— Compare Col. 30, where we give B— K2 at this juncture, but with no better result, lor 
White, whose game is already compromised. 

40. Game If 10 B- K2, 10 R -K sq.; ii 0—0 (or 11 VxKt, ii BxB; 12 Q— ^2, 12 Kt-Kts-l ); 

11 BxB ; 12 KtXB, 12 KKt— KKt5, and wins. 

41. Game 5. — Excellent play. 

42. Game 5* -If 13 PXB, 13 KtxKBP ch.; 14 K— B sq., h <,) R6 mate. 

43. Game 5. — Of course, quite good enough, but 13 Kt — KK15 was likely to lead U» the following 

brilliant termination : 14 f^> — Kt5, 14 BxP ; *5 QXQ» *5 Kt-B6 ch.; 16 K — Qsq. ; 16 Kt— By 
mate. 


Mephisto v. Amateur. 

44. (iainc 6. — Compare Col. 13. 

45. Game 5. — An error which costs a P. 10. ...B — Q2, followed by K — sq., ami afieruard Kt — 15 
sq., was, as Ilerr Dufresne points out, the right defence. 

46. Game 6. -14. .. .BxB 5 15 KtxB, 15 QX^t was far siij>cri«>r, an<l would have given Black the 
lx.*st of the game. 

47. Ciame 6. — B — Q3 was preterable (Dufresne). 

48. Game 6. -An error which cjsts another valuable P. Again B — Q3 was better (Duiresne). ^ 

49. Game 6. —Not perceiving the opponent’s brilliant design. 

50. Game 6. — The initiation of a brilliant plan. 

51. Game 6.- -White now finishes off w’ith a series of master coups. 

58. Game6. Or 25. ...K B sq.; 26 R -By ch., 26K— Kt sq.; 2y R— Kti ch., 2yK-Rsq.: 2B 
RXP ch., 28 KtXR ; 29 Kt -By male (Dufresne). 


Von Bilguer v. Von Hey debrand. 

53 . ( iame y. —Compare Col. 40, The right move here is Q -B3. 

54. Game y.— Very fine play which gives White an overwhelming attack. 

55. Game y. If 15 ... . PXB ; 16 QR .sq. ch., 16 B— Q2 ; i y Q— Kty, i y QR— B sq. ; 18 QxV at 
B6, 18 KR- B sq. ; 19 HxB ch., 19 QXR ; 20 QxKt and wins (Salvioli). 

56. Game y. — A. most beautiful combination. 


Kolisch V. Harrwitz. 

57. Game 8 . — This resource is unfavorable for the defence. Q — Q2 i.s quite safe here, followed by Kt 
R4 in reply to QXBP, with a P ahead and a very good game. 

58. Game 8. Not good.— Kt— K2 was by far better. 

59. Game 8.— Forced. For if B-Kt3 White wins a clear piece by Q—Qs ch. 

60. Game 8.— Q-Qs ch. would now have been bad play, for, Black would interpose B— K3, and if 
White amwets Kt— KtS ch., Black repKes QxKt, remaining with two Pawns and a R for two 
minor pieces. 

61. Game 8.— Probably a miscalculation. 

62. Game 8.— Of course he dare not capture the B on account of the rejoinder P— K6 dis. ch. 

(CopUimted on page 
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63 * Game 8. — Weak play which CJ)sts two Pawns. B -B4 was the correct move, for he could recover 
the P by i) — Q6 ch., in answer to PxP. 

64 . (jame 8.-— An error which exposes him to loss. R — sq. was the prosier move, whereupfm if 26 

.... B -94 ; 27 K -B2, 27 0 -Kt 5 ; 28 RyP. 28 PxR ; 29 QXQP, and should win. 

65 . Game 8.- -Black could have won now l»y 25 B -Q4 ; 26 Kt — K5, 26 R K stj., threateiinig kX 

Kl, ft»llowe«l by Q Kt5 ch. The reply 27 B - K7 wcmld be of no use on account of 27. . . .Q--B7 

winning. 

66 . (i.'ime8. -If 26 P--RKt4 ; 27 MxP, 27 PxP» ; 28 RxB, 2S RxR ; 29 nxR, 29 9 X^> ; .>0 

KtxPt'h., etc. ((Jossip). We add that B B2 w.as preferable, as Black had already three Pawns 

for the piece, and should have drawn at least after exchanging Rooks. 

67 . Game 8— 28 Kxk would h.-ive lost on account of 28 (jxRteh.; 29 K K sq., 29 n k5 eh.; 

30 K — K2, 30 OxP eh. and wins the B ; for if 31 B -B2, 31 P B6 ch. wins the i) (Gossip). 

68. Game 8. Much better was, we believe, 33 R -Kt4, 33 (f B3 ch.; 34 K - Kt sep, 34 R R4 (there 
seems nothing In-tter, ft»r otherwise White forces the exchange of Queens by B5 cb.> : 35 (|>X 
QKtP, etc. 

69 . Game 8. Blaek had again recovered ground, and we believe he would have won with facility on 
account of the great superiority of Pawns, by R— K3, threatening B - B5, which he could in»t play 
at once as White would reply KxH followed by Bxk. 

70 . (iaine 8. 'I'hc final an<l fatal error. He had still a very goorl game if he retreated K ■ Kt srp 
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. 1 * -K4 

Ip. -K^ 


, KKt-B 3 

“QKt-Bj 


n P Q4 

UPXl* 


‘Games. » Game 10. 


Game 11. 


Game 12. 


Vienna Teurnament 
1883. 

PAULSKX 

ZUKKRTOR'r. 


STEINITZ 

ZUKKRTORT. 


.KtxP 

4kt -B3 

r<.>Kt -B 3 
Oii kts 

pKt>^t ^ 

OktPxKi' 
nQ-<,4_ 
/(/-R 2 
«1* B3 
Op '<.>4 
q(,)B KKt.s_71 
“p‘ 14 

10 -* _ 

- 

lip (^>5 

72 

l^i»XKT“ 

lop KR3 73 
. .PxKt 74 
Upxp 

, -(,)P._ KB4 75 
l&B’k 3 



10<.)R Ktsq. 

„P (.)R4 76 

1/p 0R3 
jjBxQRP 
lOp gB5 
iq‘«* JlZ. 

lOpxPch. 78 
-Kt sq. 

- ktV 

OlW^ 

ol^xo 

noBXV^ 

"«R Rsq. 

oqBXP 79 

"O^xB 

"^RXP 

Qp RXB 

"3R_-R8ch.80 

od’^.xj: 

aOkxR 

-- RXB 

a /R- OB SCI. 

9P« -Q6_ 

aOR-Bj 

OH »^ 04 

a Op -H 4 


7 P-Q 3 _ 

»p -(>4 

pPXP 

Opx'p 84 

U() -U 

.nQH-JCKlS 
lUp- B 3 ■ 85 
^ I Kt - K.2 
ImT 7^4 86 

ioKt-Ktj 
Aap- kR3 

1 q!? — 

lORV-Kts 87 

B JC 2 88 

U^- R'S 
BxKt 
IObxb' “ 

Q 4?s(i. 

10b k; 89 

1 r'>: 

1/p. R3 

B B 3 90 

lOp- Kilq 

10(^)R (,)>,,. 

_ 

fiUp (>5 

osB 91 

1 K_( )2 


Game G—Cont'd. 
uUR_KKt 8 

qsP-KKt 4 
uIr— KBS' 



U^RXKBP 

ngB-Ksch. 

00p_B3' 

Q i B — B4 
. u4r.:_H4 

qp B (^)6 

. UUR/mHc,\vrh 


Illustrated IjohJon 
S ews. 

STAUNTON 

....106 J 

.B-B4 I 

^Kt- B 3 ' 

-QB-KRtslOOi 

Op- KR3 ■ '' 

pBxKt I 

DqxB ■ ' 

it± 1 

'B -B 4 ' 

; nP «3 


Game 11— Confd. 

UrxPcIi. 
jKtxR 
loxRch. 
K_Kt 2 _ 

U(^) -R4ch. 

,A> B4 

Black rcsigii.s. 


Correspondence 

Game. 

VIENNA 

LONDON. 


R((,.4,XRBP 

38r KkU « Ott— j-.^ — 

„„R -(>2 “y-l'S 

37k-^-- 

.s lUl) 0 


P 156 *^0—0 -''I'XI' 

QO _. .._ P^-(^)Ki 4 ni^ Kt sq. . aOKt K 

K K.r- 31 $~t 5- ' -llsrr K 

p 1^' OR4 “^KtxKt ^%>- «3 

40ir-u,~\; P-KR13108„„RXKI ,Kt B3 

Ll'ani''M*3,.j-'KK,5-33Kx.;- 13|. Ki, 

Hkt Ki" ■ Hkr R^ 

GamelO-GontU (^)Kt J,>2 qrB 05 _ . - 

nnB -QB3 Ibkt Kt3 ■ U^.)XP’“' ■lbg_Kt3 

30(i Kts.f 95 4 l d’ 1. 

KKt3 lop V4 109 00().;.Hsq. 10^-154 

ol()- K4 47*’^^* __ _ 17^^_^^’^_ 

n „ Kt -Kl6 96 1 / B K3 K s*!- 1 / P (,)kt. 

3Zq 03 4 4 n B 

nnKt -B4 lOgR O sii.' IOb Ku 

33p:7(;)6— 97 4 Q<ir. n q^^“-^'3l_ , nQ 

n,P gKt3 10(,)-KR4 ^%)-k3 I0P-B3 

34p-Ts 9n‘iz2i!_ 3n'^ 

n-R litwv “Ob Kts '^Uki-KH 'aUict . |{2 

0 b k. R 2 ~ n J QR" ! ,> s« 1 • 1 i !»> - - y 2 A i Kl-l K 

qoK K 2 98^lKR-JK.sq. ’^Ip—B^ «lyR— k 1 

ubo ' ()Kt3 99 ' j q R— R s<l» ooB- B4^ 

niyk kts.i. ^^kxR' ^^0-B2 ■ ^^Kt--R4 

O/ir-ktT ~nn^XR anO: 

n«R-Kt2 GUKtXP UI^OqZRj ]> 

0O( )■ 3( ni^4^^*XKt . iB- Kt2 qjP' -QRt; 

..P -lir lOOfi^RxKt ■^^k--B2 “^Bxkt 

39<T--ri4Th. OC^tXB 

1 nO B2 fl Ok- B4 ^OR^gRs^j lii G Oi^_k 2 


- Game 12— Cont'd. 


OB-Ktsch. 

_ n B-Q2 

0(,)XP ch. 
,yB -K2 
s. 'k \).sq. 

- OiJxB 
qRtxB 

KBS“113 



lORt Bz 


, 9 - Ktsq. 


^KtxRt 
I R X R t 


. sQKt KB3 

"llRkr Kt 5 
.nP- KK 13 

^^y-B3 

i«Kt B 3 


and wins. 83 


U^Rxk ‘ "luR K.s7,: 


oftBXB^ 

““RXR 

> 9 qB Jvt4 

“Og .B 3 

QaR— (^S<|. 92 
g4k“(4 

nrBXR 

• “ 0 (\)XB 

opKt RS 

GOg ksq. 

„„Kt_B4_ 

a/R K 4 03 
opP KR4 

aOp ._34 

«-P--R5 04 


Kt -B4 

1* -<J6 

97 

I* yK«3 


'P- J’S 

R Ktsq. 


k R2 
,K R2 

98 

!(,) yKt3 
pK Kt s(|. 

99 

B - Kt2 
R-Kt2 


"“RXR 
34*’^.^^ 

Bs«i. 
nrB -O 5 
OOgxP 
nnOXP 
i oOg -B"sq. 

77^* 93 
■”\) K's.i. 
nn 9 9B3 
^ORt-O^ 

^.qq^'T]l3l_ 

uog _iv3 
jnR - 9 Bs(i. 
’^Ori ._.Kt4 
2 l(,)-y 2 _ 

41pi:b3 


*WK K .sq. 
ii^}. 

HRt 

-KI((,) 2 ) -K 4 

10 g_Kt 3 

.. 4d!?_..^^‘’ 

lOy -B 4 

I/p OKtj 
ip'* 

Iu'b ku 

lOp-Bj 
9-(.)l^(,) s.,. 
aORt |{2 

qjK R Ks ci- 

“I()R— Ktsi|. 


iio^' 

’“Q-R? J> '"“Kt— O3 
,.B-.Kt2 „.P-QKt3ll4 

B 2 a^BxKt 


40k— k8~ch. ~ 9P ^^~^ _ 

,.K— R 2 lOiaOkxKBP 

4 ly X V cit . nn Q— 

-RXQ fi/K -R2 

4 aBxIM) 162 K4ch. 1) 

. nP -Kt 4 10 3 a Op— KB 4 Ua 

4 un._K 7 iB 4 wiij. opHn^S 

104 aOB— B 6 ch. 


J qR — QKt .sq. n rKtXB 
^ 3k-(^Rsq. 115 “ “R— K2 


4 0R-9Bsq. 
^bg _k7 
ir B-B sq. 

4/g_.B6cli. 

in B-Kt2 

40g .K 6 

jq R— K sq. 
^00 -B7 1 


— 9 0 ^ B sq. ^^ 
flOgKt-Kt 2 
qyP.-QKt4 
“'P-.QR4' 

QR 3 

fiOpxP 

on?XP 


Q-B7 U6«.0Q— K3 
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Paulsen v. Zukertort. 

71 . Game o.- We would suggest here the following new line of continuation: 9 B— -Q2, 9 P—B4 (or 

9 PXP ; 10 KtXP, 10 BxB ch. ; 11 KXB, and we prefer White, who may get one weak P in 

the centre, if continued ii KtxKt ; 12, QxKt, 12 QXQ ; 13 PxQ, which, however, can be 

well defended ; whereas Black’s Pawns on the Q side arc badly situatal, and White’s King is also 

more available for the ending. Again if 9 BxKt; 10 BxB, 10 PxP ; n 0 — 0 — O followed 

byB— Kt4with an excellent attack); 10 B -Kt5 ch., 10 K- B so.; ii Q - B2, 11 PxP; 12 
0 -0 (), 12 QR -Kt sq.; 13 B — B6, 13PXP; 14 KR K sq., 14 b K3orQ-Q3; 15 BxP 
and we think White has a good attack for the P given ui). He threatens now B— K3, followed by 
P-QK3, etc. HI o. y 

78 . Game 9. — ^White gives up the piece in order to regain it by an ingenious process. 

73 . Game 9. —Of course if QxP. the reply R <^8 ch. followed by BxKt ch., wins the exchange. The 
move in the text was the best, for it w:is necessary to prevent B — R6 ch. after White plays PxKt. 

74 . Game 9.-- We should have preferred 14 B — R4, .and if 14 P -Kt4 ; 15 PxKt, 15 QxP ; 16 B - - 

Kt3, and the B will obtain a fine attack at K5 after R K sq., or else White mii^ht proceed w'ith 
P - KR4, etc. 

75 . Game 9. -B — K3 threatening P -QR3 was, we believe, stronger and might have led to the follow- 
ing continuation : 15 PxP ch.; 16 K — Kt sq., 16 B — K3 ; 17 R O3, 17 P— B5 ; 18 R— B3, 18 

K— Kt2 ; 19 (,)— Kt3 ch., 19 K — R2 ; 20 RXP, with an excellent attack. 

76 . Game 9. We see no reason why he should not have first played BxP ch. followed by P — QR4, as 
in actual play. 

77. Game 9.- PxP was not alone safe, but indispcnsible. Tf Black replied B -R4, then White would 
answer K— Q2. 

78 . Game 9. — Black ini.<.scs here a fine opporl unity of finishing off in a brilliant manner by 19. . . . B— R6, 
which threatens BxP ch. followed by (J R6, .and if 20 QxR ch., 20 K— Kt2 ; 21 BxP ch., 21 
K - R2, jiimI should win. 

79. (lame 9. -Probaldy his best defence. If 23 B -Kt5, 23 KR— OB sq. ; 24 B Kt3 (or 24 B- (^)6, 24 
B 116 , etc., or 24 B — Kt6, 24 KR (^)Kt sep, etc., CAcss Monthly) ; 24. . . .P -B6 ; 25 R - 04 , 25 
B - K2 ; 26 B K sq., 26 R B4 ; 27 K --(jKt4, 27 RxB ; 28 RxR. 28 RxP, and wins. 

80 . Game 9, — A much stronger move was 25 R 0 *^ J 26 KxP, 26 B R6 ch., followed by 

RXR^'^ins a ]n‘ccc, and if 26I* — B3, 26 k -R8ch.;27 KxP, 27 BxPeh., and wins. Or if 26 R — Kt4 
ch., 26 K -R2 ; 27 B - 06 , 27 R — K8cli.; 28KxP» 28 B — H6 ch., and wins. 

81 . Game 9.- An excellent move which leaves White no time for advancing the P, for in that case 

Black would win by R --Kt7 ch., whereupon While’s K must retreat to B s<|., in order to avoid 
mate in two moves commencing with R BScb., ainl then R— 0 B 6 wins the P. 

82 . Game 9. After 39 K R2 or R sq., 39 R 0 *^ 6 ; 40 P — B7, 40 R -B3, followed by K K3, Black 
wins with ea.se. 

83 . Game 9. -Continued 41 K -0 sep, 41 R (KB 6 )- 0 B 6 , 42 B -B4, 42 R -BS ch.; 43 K -K2, 43 
R --B7 ; 4.1 RxR. 44 RXR ch.; 45 K B3, 45 P K4 ; 46 K - Kt3. 46R -- B5 ; 47 K ‘ B3, 47 K 
K3 ; 48 K -K.3. 48 P R5 ; 49 K <^>3, 49 K -<^>4 ; 50 K K3 (Signor Salvioli considers that White 
might have drawn by B 06), 50. . . .R — K5 cli.; Si K -B3, 51 R K sq. ; 52 K — Kt4, 53K -Ks; 53 

53 P-B4 ch.; 54 KxP, 54 i’''-I 55 ; 55 ^-KtS, 55 P B6 ; 56 B -Kt3, 56 R— QB si).; 57 
P- R4, 57 RxP, and wins. 


Steinitz v. Zukertort. 

84 . Game 10. -If 8 KtXP ; 9O -O, 9 KtxKt; 10 0 ’K s<i. ch., etc. 

85 . Game 10.— Best. BxKi, though it doubles a P, gives White attacking opi^ortunities by R — 

sq. and P - O^H* H lO- - • .B— K.2 ; li BxKt, 11 BxB ; 12 KtXP, 12 BxP (of ctmrseif OX 

Kt, the 0 isl‘5st by BxP cb.) ; 13 R-Kt sq., 13 B B3 (or 13 B— K4 ; 14 BxP ch., fob 

lowed by 0^- K5 cb.) ; 14 0 - 1^5» *4 1* -^^3 '» *59— and wins the exchange. 

86 . Game 10. Threatening BxP ch., folI<iwe<l by Kt Kt5 ch. 

87 . Game 10. — An excellent move which gives the second player the advantage. 

88 . Game 10.— -The only defence for O — R5 was threatened, and if 14 P — KR3, 14 KtxP ; 15 KxKt ; 

16 Q- R5, followecl by P— KB4 and B5. 

89 . Game 10.- -This and the next move arc not favorable to Black’s position. B— (^)2 with a view of 
advancing the KBP was much stronger. 

90 . Game 10.— While now assumes the offensive. He threatens BxP, followed by Kt -B5 ch. if Black 
retakes. Black cannot answer P-- <^>5 on account of the reply R K4. 

91 . Game 10.— White could not take the P on pain of losing a piece by BxKt cither before or after the 
exchange of Que»*ns accordingly. 

92 . Game 10. — R — K sq. was much better. But if 24 KtXP, 24 R — Qz ; 25 BxR« 25 QxKt with a 
irootl game, for though White is a P ahead he can hardly win on account of the Bishops being of 
opposite colors. 

93 . Game 10. — Black has finely taken advantage of the opponent’s omission in the 24th move, and he 

taken indisputable possession of the open Kings’ file. * 

(Continued on pago 8 g,) 



J'llE SCOTCH GAMBIT. 


GAME No. 9. 

Move 13. P--K5. 

HI.ACK ZrKERTORT. 


GAME No. 10. 

Move 42 BXB 

lil.ACK— /.UKERTORT. 


WHITE --I'Ari-SEN. 


WHITE SIEIMT/,. 



GAME No. I I. GAME No. 12. 

Move 28. r»- K4 eh. Move 43. O K7. 

RI.AC'K HLA(’K LONDON. 



WHITE - ST.\UNT< )N. 


WHITE -VIENNA. 




THE SCOTCH GAMHIT. 
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(Continued from pa^e Sy .) 

04. Game 10. < A weak move which compromises his Kin^s side. He could^ have obtained an excel- 
lent attack by P QKt4 inste&d, which would have broken Black’s Pawns and must have ultimately 
won the centre Pawn. 

95. ( jamc 10. — The idea of compelling White to advance the KKtP was a good one, as it weakens his ‘ 
Kings’ side, but there was no reason against playing (V -K4 at once. 

96. Game 10. - - A feeble move, for he has to return again to the post he leaves. Much better was 32 P 

KB^, 32 R K6 ; 33 F’XP. 3.? ^XP ; 34QXP, 34 9XQ ; 35 ^XQ, 35 i<XP ; 3^> K— Kt2, 36 
B Kt2 ; 37 Kt 37 R-K6 ; 38 K — B2, with a fair advantage in position. 

97. (jame 10. -A very line move. White <lare not take the P with the Kt, for B would retake, followed 
by R K8 ch. and RxK* 

98. (i amc 10. -Very weak. K ■ Kt2 followed by P — KB3, should Black reply B — Kt2 was the right 
play. 

99. (iame 10. 'riireatening R - - K7 followed by QxP <-'h. and B — Kt2. 

100. (kime 10. — Best. For Black threatened KxKt or R — K8 ch. 

101. CJame 10. An error, of which Black very cleverly takes advantage. 41 K — Kt2, ; 41 R — K6 ; 42 

Kt -K6, would have given White fair defensive chances, for if 42 BxP ch.; 43 QxB, while 

otherwise White’s Kt enters at Q4. 

102 . Game 10. — A beautiful move which wins by force. 

103. (iame 10. White had no good move. If 43 Kt— Kt2, 43 BxKt ; 44 KxB, 44 PxP ; 45 PXPf 45 
R (^)B8 ; 46 P — B4, 46 R — B7; 47 K — B sq., 47 P — Q7; 48 K — K2, 48 P — (^>8, queening ch., and 
wins. 

104. Game 10. — Continued ; 44 Kt— Kt2, 44 P— <^>7 ; 45 Kt — K3, 45 QBPxl* ; 46 Rl’XPf 46 BxP, and 

wins. 


Staunton v. 

105. (3amc ii. - In Gossip's Manual^ where we find this game quoted, Mr. Staunton’s opponent is 
<lescrilx:d as “one of the best players of the age.” 

106. Game ii. -We consider this absolutely disadvantageous. The proper continuation is 5 O — O, 5 Kt 
XP ; 6 R K sep, 6 P— Q4 ; 7 BxP, 7 <?XB ; 8 (,)Kt~B3, 8 Q -KR4; 9 KtxKt, 9 B— K2; 10 B- 
Kt5, with the better game. 

107. (iaim; ii. — Black had much the better position and a P ahead. There was not the slightest neces- 
sity for giving up the material advantage, and he ought to have proceeded with P Q3. 

108. (-iame ii. The “ hole ” here formed might have beim fatal to White toward the end of the game as 

will lie seen, and, at any rate, it exposes him to a strong attack. 

109. Game ii. — We do not think that the sacrifice of the two Pawns which follows is warranted by the 
position. He could have established the m.-ijority of Pawns on the Queens’ side with a very good 
game on account of his having two Bishops by P- KB3. 

110. Game 11. This is loss of time and helps the opponent to force a longer diagonal for his B. Q -K2 
was evidently better at once. 

111 . (i amc II. - An excellent coup which qualifies the leader of Black’s game as a strong player. 

112. (iame 1 1 . -It is singular that Black should have had here an opportunity of executing a similar mate 
to that which Morphy had in his celebrated game with Paulsen. Compare Four Knights’ Game. 

The right move was 28 P -KKt3 ; whereupon after 29 BxP ch. (there is nothing better), 29 

QxB !' ; 30 KtX(>, mate follows by 30 B— B6 ch.; 31 K -Kt sq., 31 K— Kt7 double ch. ; 32 K 

moves, 32 R — Kt8 mate. 


Vienna v. London. 

113. Game 12.— Black's ninth move has the merit of preventing the immediate development of the first 
player’s attack, and compels the latter, sooner or later, to play P— KKt3, thereby weakening the 
Pawns on the K’s side. 

114. Game 12. - The utmost that V/hite could have obtained by taking the Kt on his 24th move, would 
have been to recover the Pawn lost, in which case, we thought Bhick’s position for the end game 
would have been preferable. Thus 24 KtxKt, 24 Q — B4 ch.; 25 K — R sq., 25 RxR ch.; 26 Rx 
R, 26BXB ch.; 27 KxB, 27 QxKt.; 28 QxP, 28 Q— B sq.; 29 P— Kt3, 29 P- B3 ; followed by 
K-B2+. 

115. Game 12. — By this move we consider Black obtained a clear winning position. 

116. Game 12.— And the game was given up as drawn, Vienna having resigned the other game. London, 
however, had much the best of the encounter ; and, had the game been played out, would in all 
probability have won. 


♦8 




THM TWO KNIGHTS’ DEFENCE. 


This defence is in reality a counter-attack on Black's third move, which being 
so early instituted ought to be disadvantageous to the second player on principle. 
(According to the German Handbuch the first mention of this highly interesting open- 
ing is made by the Italian author Polerio 1590. 

Our main idea how to treat the first players* game is laid down, as usual, in Col. i, 
and rests on the entirely now 9th move, for White, that seems to have escaped the atten- 
tion of all analysts, being no dc^ubt opposed to the manner of the old school which often 
was too eager to guard the King’s side too much. In the present instance we do not 
think that ihc doubling of the KKP can do White as much harm, as it weakens the 
<lefence by exchanging an active B and giving White two Bishops. It will be (dwerveti 
that the KRP is safe enough, for if Black after exchanging plays Q — Q2, White's B can 
enter at KKt4, In some cases White may even castle on the King’s siile, but not 
without due precautions against the formation of an attack by B — ()j and Q — K4. But 
the extra P on the Q side will mt>re than fully outweigh any disadvantage in White’s 
situation of Pawns on the other wing which can be sufliciently protected. 'Po this 
column should be added the following new variation : If 6. . . .B — Q2 ; 7 K2, 7 

13—03 ; 8 OKt— B3, 8 0—0 (or 8. . . .P— KR3; 9 BXH ch., 9 OXH ; 10 KKl K4, 
loKtXKt: riQXKt, 11 P— KIU ; 12 Q— KR4, 12 0 — 0 : rj P— QRj ifi.^f — 

QKt4, 13 B— K2 -13 P-OB4: 14 P— (.)3+): l^XB, 0 OXB ; 10 P— QR3. 

10 P — QB4 ; 1 1 P— 034 ”- 

In Col. 6 we merely show that the resort <d' Kt — KR3 is not as go»)d in conjunction 
with B - R4 as when the KB is concentrated for the defence on the King’s wing. Black 
gets a little advantage in position as he recovers his P, and White's Queen s centre is kept 
weak. The twt) Bishojis are of little account in that position. Mow to play for Black 
against 9 KKt — B3 is shown in sub.sequent columns. 

The line of play adopted by White in the 10th move in Col. 3, namely, the retreat 
of the Kt — Kt .scj., has not been considered worth sullicient notice by the authorities. 
But we have given it some analysis, especially as the attempt of White to win a piece 
leads to .some brilliancies. In Col.s. 4 and 5 we give a new key move to the counter- 
attack in reply to 10 Kt—K 5, namely, P — KKt4 applied re.spectively on the iithand 
12 thmoves for Black. Cols. 7 and 8 are presented not so much on account of their 
practical value than as examples of sacrificing tactics which Black is enabled to institute 
owing to the undeveloped state of the adverse game. Compare especially Note 3. 

Col. 9 answers the entrance of White's Kt — K5 in a new manner and secures a draw 
which for some tournament purposes might be enough for the defence, considering that 
according to Col. i White ought to win. In Cols. 10 and 12 White wins against 
new counter-attacks, which in previous variations held good, but cannot be recommended 
under altered conditions. In Col. ii three different lines of play for Black, which may 
be brought about by transpositions of moves, are demonstrated in favor of the first 
player, though hitherto it has been considered doubtful which side had the advantage. 



The idea of Col. 1 3 is old, though it is little known that it originated with the 
author about 23 years ago, for the books only accredited us with the move Q — Q6 for 
Black, which may come in at the 15th or 16th move respectively, whereas the whole 
variation, from this point up to Black’s 25th move as given in the main line of play in 
note 28, occurred first between the Rev. W. Waylc and ourselves. The identical moves 
occurred afterward between Mr. C. E. Rankenand the Rev. W. Wayte. This is not so extra- 
ordinary considering that the moves on each side, from the 15th move of Black, arc not 
alone the most plausible but are almost all Agreed. In Col. 14 we arrive at a different 
conclusion from those of previous authors by the new process ii KKt — Q2. Col. 15 is 
quoted from the Ilandhuch. 'I'lic line of play pointed out in Col. 16 has never 
occurred in practice to our knowledge, but it seemed to us suflicicntly interesting to be 
worth investigation. In Col. 17 we ventured an analysis based on an idea of Lowcnthal, 
but we disagree with his conclusions. The key move of Col. 18 was hitherto supposed 
to lead to an even game, but we think our improvement, 8 Q — K sq. instead of 8 P 
— QB3, will support our view that White’s majority of Pawns can be maintained with the 
belter game. 

In Cols. 19 to 22 inclusive we introduce our new defence or counter-attack in the 
leading variations of this opening, in which White sacrifices a piece. 'I'lic idea of giving 
up the QKtP at t)nce was first pulilished in the International Chess ATagazine^ 
whence it was (luoted in the Lipschutz edition of Gossip's Manual In the next 
column an example is given in favor of White, if Black proceed in the old way by 9. . . . 
p — I3^j instead of 9. . . .P — ^QKt4, which we recommend. 

In C’ol. 25 a suggestion of the Rev. W. Wayte which appears to us some improve- 
ment on the Handbuch attack, is taken up and analytically extended, while in the 
next column the Handbuch variations arc also shown to result in favor of the attack, 
though with greater difficulty and with novel additions at the end. 

Cols. 27 and 28 are new and we thought them interesting, though they may be of no 
more than theoretical value. 29 and 30 arc already well known. 'Hie former was first 
published by Zukertort, and c>f the latter Staunton is the author. 

On the next table Col. 32 is ([uolcd from the Handbuch^ (ols. 31 and 33 

dealing with the same subject are materially altered. But most remarkable is the line of 
play treated in the three next columns. We find the key move and some variations 
quoted by Salvioli from Lolli, an old Italian writer. On close examination we come to 
the conclusion tliat the preparation move, 6P — Q4, is the best key move to the attack 
and that there is no satisfactory defence to it. 'rhcrcforc it must be regarded as far 
superior to 6 KtXBP, which was hitherto in fashion. 

The table follc)wing deals with the attacks 4 P — Q4 respectively 4 O — O, which were 
much in favor for some time with players or theorists who wished to avoid the complica- 
tion arising from 4 Kt — Kt5, or perhaps distrusted the latter attack. But we think that they 
only lead loan even game at the utmost, and in the majority of cases would be unfavor- 
able for the first player, whereas our Col. 1 and Cols. 34 to 36 established the superiority 
of White against the two chief lines of defence, or respectively counter-attacks, viz. : 
5 Kt— QR4 and 5 KtXP. 
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. P ~- K 4 oKKt -- B 3 

Ip— K 4 flQKt— B3 

, cli 

0 p-B 3 

First Continuation - - • 
Second Continuation - > 

Third Continuation - • 


ftB-B4 jKt-Kts 

«Kt-B3 *P~g4 OgKt^^R^ 

_ f PXP 
'1*XP 

nB Ka! . 

■ 8 >• 4. S. 7 ‘o «4- 

- 8^^=^^^^ Cob. 2. 3. 6. 

- g ^'^~~B 3 ? 


II 

“• 4i. (^4 


oP-Q 3 ? 


»4 wgKt R4 

First Defence - - 


Second Defence - - 

,Kt-Kt5 cPxP 
tl>_Q4 ' OKtXP 

First Continuation - 
First Defence - - 

Second Defence - - 

Second Continuation 


6 p -KR 3 

fikB’QRi 

jjKtXBP „Q-B3 eh. «Kl-B3 

Ok— K t ” 'K— K3 OKt— Kts 


Col. 17. 
Col. 18. 


nO— K4 


nP <?B 3 


9p' QKh! 

9 i*i:B 3 


Cols. 19 to 22. 
. . - Col. 23 
. . - Col. 24 


Kt- KtS 

rPXP 

nKtXBP 

P-Q4 

^KtXP 

Okxki 

Kt-Kts 

rPXP 

jQ-H5 

1 

^KtxP 

1 Kt-Kts 
tktxP 




tjQ " B3 eh. n ^V jj 3 Cols. 25, 26. 

I K— K3 0Kt-K2 

Cols. 27, 28. 


VII. 4 


First Continuation - 
Second Continuation 

Kt— KtS rPXP 
P-Q4 " ^KtxP' 
First Defence - - 


-B— P eh. 


Cols. 29, 30. 


. ^^. ^XBP 31 to 33. 

<.>4! 


Second Defence 
Third Defence 


6pxp 

6b -ka 


Col. 34. 
Col. 35. 
0^.36. 


VIII. 


First Continuation . 
Second Continuation 
. 0-0 


^ Cols. 37 to 40. 

'^5 Col. 41. 

Cd. 42. 
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•iP-K4 

*P -K4 


„KKt-B3 

“QKt~B3 


n B-B4 

“Kt— B3 


,Kt— Kts 

4p-Q4 


cPXP 

8QKt-R4 


6 


B -Ktsch. 


P-B3 


7 

8 
8 

10 

11 

12; 

13 


PXP 
PXP 
B- Kz! 
P-KK3 

KKt-KR3l)l 

BXKt” 

PXB 

y <>4 a 

B B3 
P-KS 
Kt-B3 
O-K4 ■ 

B— Kt2 + 


2 


pB R4? 
‘'i'-KRf" 

QKKt-B3 

Op k^' 

ion K3 

^^‘.>95 


3 


12 

13 


BxP *;h. 
KtxB 
KtxKt 
Q-B4+ 6 


4,n Kt- Kts.|. 
i^KB— QB4 

iio -o 

_.„P.--<.)Kt4 

ioBxPch. 


iqKxB 

loRt— : 


14; 

15, 


8 


B— K2 


P-KR3 
nKKt B3 

op- ks 


10 


Kt -Ki;? 


iip-kKt4! 


11 


P ^4 


Kt— Kts ch. 
K— Ksq. 

RS ch. ■ 

P -Kt3 

(^B^+ e 


12 

13 


P 94 
PXP 

BxP 


9— B2 
P— KB 4 


Kt-V 4 

iV-Kt3 

rP-9Kt3 

P K 6 i) 

9BXKP 


13 


P— KK4 
O O 


IS 

lBBxkt+ 


Kt-04 

4 j 

i*KR-R2 
PxP 


15 


BxKtf 


6 


pB-R47 

Op. 


8 

10 


KK3 
Kt-KR3 


BXKt 

PxB 

9^2 


i i 

AIr— B sq. 
P Kt4 


il2 


8 AfiKt— Kt2+ 10 


Column 1. Mcmi 9. KKt — Rj. 


Column 4. Move 15 P — K6. 


HI.ACK. 



ULACK. 



WHITE. 


WHITE. 
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1. Col. I. — Much better Kt — KI53, which seems to have been assumed, hitherto, as the only move 

for White. 

2. Col. I. -We see no other way of pursuing the attack for Black, since, if White Im; allowed to play P 
— (>3, his position will be perfectly safe, and he may even castle on the King’s side afterward with- 
out any danger. 

3 . Col. I. — Continued: 13 B— Qs; 14 Q— K2, 14 O O; 15 P -Q3, 15 PyP ; 16 (^XQ, 16 BxQ ; 

17 PxP* White is a P ahead, and after bringing out his B to K3 he may castle on the 0 
even play K — K2 and his two Bishops and the €*xtra P on theQ side secure him the advantage. 


4. Col. 2. If 10 Kt — K5, 10 Q — Q5, etc. 

5 . Col. 2. — From the German Ilandbuch, 


6. Col. 3. ■Continued: 16 Q~K2, 16 B— R3; 17 Q)XB (after 17P— Kt5, 17 PxP; 18 yxKt, 18 PX 
B ; 19 Kt -K2, 19 Kt - B5 ; 20 R — B sq., 20 (,) K2 ; Black has also an irresistible attack), 17 Q — 
B7 ch.; 18 K — Q sq., 18 KR -Q sq.; 19 K - B2, 19 Kt— K6 ch. ; 20 K — Kt2, 20 Kt (K6)— B5 ch.; 
21 K— B2,2I Q -B8, and wins. 


7 . ('ol. 4. —10 y — B2 may also lie played here, and is likely to lead, by a transposition of moves, to 

the variations in (.-ol. 5. 


8 . Col. 5.— Black also gets here the Ijest of the game, by 12 PxP e. p. ; 13 KtXPf 13 B~KKt5 ; 

as recommended by the Rev. W. Wayte. This variation might lie continued i4QKt— Q2, 14 O — 
O, 14 K — B2 (if 15 O -O, 15 Kt— Q4, etc.) ; 15 (JR— K .scp, followed by P— (JB4, with an excel- 
lent attack. 

9 . Col. 5.-Continned : 16 P— Kt6 (or 16 PxB, 16 PxP ; 17 Q^XP, 17 QXP+) ; 16. . . .BxRP ch.; 

17 K— R sq., 17 R— Kt2 ; 18 PxP ch., 18 K --B sq.; 19 BxP, 19 B— B5; 20 BxR ch., 20 KxB ; 
21 P— KKt3, 21 B ■Q3 ; 22 B -Kt6, 22 KxB ; 23 P (Jueens, 23 Q— R2ch., and wins. 


10. Col. 6.— Continued 13 Kt— R3, 13 (?XRP ; 14 R-KtS, 14 Kt— (J sq.; 15 (J -K2, 15 O -K3 ; 16 

PxP, 16 KtxP ; 17 Q--R6, 17 B -B4+. 



TWO KNIGHTS* DEFENCK. 


1 


P— K4 


P— K 4 


n KKt-^B3 

flgKt-B3 


.B—B 4 
^Kt— B 3 " 


jKt~Kts 

4p^Q4 


5 


PXP 


QKt-R4 


oB— KtS ch. 

Bp-B3 


PxP 

PXP' 

B K 2 
P-'KR 3 
KKt - B 3 
KS 


lUi5 03 

i.Kt 154 
ilKtXKt 


7 

8p 


4 9»XKi 

^“kt R 15 
•Iwo () 


14, 


!■ KR 3 

V ><s 

.rV -KKli 

I> 

,„K l{.s(i._ 

i'Kt K4 


8 


^ ^ Kt Kt 4 

llkTxkt”' 


12 


»XKt 

<.) RS 


i“RXH 

ul^O (» 


9 


10 , 7 . 

iiS 


ys 

KB 4 ! 


12 


KB— <,)R 4 
R Bsq. 


10 


y-Vsq! 

AUKt— (,)4 


14 


IB 

l^O-RschT 


L?|C 

13()R Ksn 10 


‘'(,)R Ksq. 
10l»_KB4-f 


12 


R 5 ch 
K— g2 16 
BxP‘l> 




17 


K 6 ch. 
K— B 2 
'kt^Kls ch.' 


P— Kt4 
P-153 


11 


12 


11 


17 


'y 

04 


04 18 

tPXP e. p. 

.B 

«3 

'y- 

-K3 

I** 

-QK4 

iRt 

~Bs 


13, 


Kt-Kt 2 20 12 
P- B 3 

g’gi' 


P-Kt4 

P -B3 


20 I4ig- g4 
P -04 


13 


PXP c. p. 


H P — yKt4 
U Kt3 


14<;)- K 3 

. -P -yR4j_21 . pKt - B 3 
1“ P~-0 K4 22 lop 


24 


-yK4 

10 y t a a^ 


PXP 
BXP 
Kt (,>4 


PXB+ 19 




( 'olumii 7 . Move 1 5 . . . . BX P- 

ULACK. 


Column 9. Move 15. . . .BxP. 
BLACK. 




WHITE 


WHITE. 
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11 . Col. 7. Threatening KtXl’, followed by B Kt6. 

12 . Col. 7.— Continued: iS ()xP, 18 BXP ch ; 19 RxB, 19 QXR ch.; 20 K moves, 20 QK- K sq., 

and wins*. 

13 . Col. 8.— Or 15 P KKt3, 15 (^- R6, 16 Q - B sq., 16 C> K3 ; 17 K2, 17 Kt Bs ; iS ()—(), 

18 Kt K4 ; 19 VxP, 19 P KP4; 20 (.)— K3, 20 P -B5 ; 21 PxP. 21 RxP ; 22 (,)XR, 22 
O -R6 ; 23 P- KB3, 23 R KB sq.; 24 <,)— K4, 24 KtXPeh.; 25 RxKt, 25 RxR, and wins. 


14 . Col. 9. -An attempt at a similar attack by 13 Kt— Kt5 e:in be defeated l»y 14 R4, 14 <>-- 

RS ch. ; 15 P -Kt3, 15 QXRP; 16 QxKP. etc. 

15 . Col. 9. Or 14P -QKt4, 14O -R5 ch.; 15P Kt3, 15 OxRP; ibPxB, i6 0xPch.;i7 R-B2, 

17 KtXKBl*; 18 O R4, 18 Kt Kb; 19 (,)xKt, 19 KtXR + . 

16 . Col. 9. Obviously 15 P Kt3, 15 QXRP ; i6PxH, iGQXP ch.; 17 K Q2 is worse, if only on 

the ground of 17 Kt -K6 ; 18 0— K sq., 18 KtxR ch.; i9(^)xKt, 19 B R6, and White can- 

not prevent OXP ch. and (JxKt. 

17 . Col. 10. -Or 13 PXI’, 13 PXP; 14 RxKt, i4 0 xKt + . 

, 18 . Col. 10. Better than 14 I* (,)Kt4, 14 PxP; 15 Kt -Kt4, 15 lixKt ; 16 BxB, iC ^ Kt4, with a 

tine attack. 

19 . (.'ol. 10. Continued : 17 KtXKt: 18 1 *xKt, 18 OXP ch. ; 19 K B2, etc. 


20 . C’ol. II. The order of this and the next two moves i>r Black may be transposed ami White will pro- 

ceetl in the same way .as in the U?xt. 

21 . ('ol. 1 1.- -We consider this stronger th.iii 159 R4, to which Black replies 15 Kt— (^) sq., and 

White has only obstructed the forw.irding of Pawns on the (^)ueens’ siile where he has obtained the 

superiority. 

22 . Col. II.- There seems nothing Ixitter. It P — <^)R3, White replie.s (,)Kt — R3. 

23 . Col. ii. If 16. . . .PXP ; 17 RXP ch., and if 16. . . .P-B4, 17 ^Kt-R j, etc. 

24 . Col. 12. -Clearly 14. . . i 15 BxQi followed by PxP, also loses for Black. 

25 . Col. 12. — Black has hardly anything better than 17 KB--Kt2 in order to prevent Kt O4,. 

whereupon White castles and afterwards develops the (^>Kt at R3. Or if 17 B -(>3, 18 P --() 

Kt4, 18 Kt - Kt2 ; 19 Kt— R3+. 
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11 
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I* 


<.>3 

G4 


l‘-Ks 
KKt Q 2 
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•gPXKt 
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10 
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ivtxkt 


14 

15, 


VxliV ch. 

K-Bsq. 
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V B3 26 


.-^?15 


io9Kl:;K3 29 

'‘30 

1 3 

AupxPch. 

l^Kt--ki5“ch. 

K -Kt sq. -l* 


O -O 
P-KR3 

Kt K4 


KtXKt 

.ni^XKt 

1 ui»_k:u 


K144+ 


ijQXKl 

Hr Vsq. 

A ftp -ki44 

Aui-xii 

. -Kt Kf) 

11 


■10 

11 


Kli VIS435 

P KR3 

()~()' 

Kt U2 


o-o_ 

' 0-0 


n Q K s(i^ 

ORixB 

qP^t 

op— Is 


P Kh 1) 
J*Xl’ 


'P— KR3 

.tn?h-^4_ 
A U KtXKt 

. jQxKt 
‘11()-K2' " 


- 1 ? - 
AflJJxli! 


-12; 


14 K3 


Auiv. 1 


Kt— K5 36 


BXJ^ 

13£' 


17’ 


Q— g6ch. I) 

Q-K2 27 
14—144 

QXQ 

Rxg+ 28 


OXP 

AoKt— 145 

ifiWKP _ 

A0k_t)2+ '32 


-.Kt 14 sq. 

UrjzTky ch. 

lbo_B3 


14 


KlU 

Q -Q3+ 


ID*:-. «3_. 

A Ob— 14+ 


Colux::.! 13. Move 15 Q — f >6 ch. 


Cohirnii 17. Move ii P — K6. 


IXI.ACK. 


UI.ACK. 




VrillTB. 


WHITE, 
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26. ('ol. 13. — This and the next move on l)oth sides in-ay he lr.anspnsed in their onler. 

27. Col 13. Or 16 15 — K2, 16 Q Kt3 ; 17 I* Q4, 17 V -r»4+. 

28. Col. 13. Continued i8P --QKt4, 18R— Ksq.; 19 H -K2, 19 R — Q3; 2 orxil (if 20 P - -‘Q4, 20 Q 

R K3; 21 r> — R6ch., 21 Kt - Kt2!; 22 KXP. otherwise Rhuk j)l:iys Kt KI5, etc., 22 Kt- K5 eh. 

23 K Kt sep, 23 R — Kt3 ; 24 B -Kt2, 24 R — KR3 ; followed l>y Kt — R7, and wins). 20 QR 

— K3 ; 21 B— R6 eh., 21 K R2 ; 22 KxP, 22 Kt— K5 eh.; 23 K— Kt sep, 23 KtXP at QB4; 

24 R Rsq., 24 R -K8; 25 R Kt2 (or 25 B R3,25 Kt— ()6; 26 P KKt ?, 26 KR K7; iollowcd 

by R — B7 and wins); 25 Kt — Q6, threatening RxR eh., .and to mate next move, and Black 
ought to win. 


29. Col. 14.- -12 Kt KB s<j. is also a good move. 

30. Col. 14.- Tf 12. . QB — KR4 ; 13 Kt — KR s»|., followed by Kt -Kt3, with an excellent game. 


31. Col. 15 . If 9 P— KR 3 , 9 P— KR 3 ; 10 Kt— K 4 , 10 KtxKt ; II QxKt, 11 P KR 4 +. 'Hie main 
variation is from the German JIandbuch. 


32. Col. 16. -Continued 17 Q— KtSch., 17 K — B2 ; 18 Kt -Kt5 eh., iS K — R3. 


33. Col. i7.-lf 6. . . .KixP ; 7 Q - ^**3* 7 ; 8 KtxR, S PxKt ; 9 O -Rs ch.-l-. 

34. Col. 17. 7. . . .QB — KKt5 played by Mongredien .ag.aiiist Morphy is much inferior. For after 8 

P— KR ,3 8 RxKt ; 9QXR. as actually occurred, 9 P K5 ; 10 Q- K3 leaves Black with 

the miuh inferior game ;is besides his being unable to recover the 1*, the other side lias ex- 
changed the Kt, the protection of which causes him much trouble in c»ne le.ading vai ialion. 

35. Col. 17.— 9 R — K2 ; 10 KKt — Q2, loQR - KR4 ; ii P K 1 13, is much m While’s favor. 

36. Col. 17.-- -The variation, so far, is suggested by I^wcnthal,who recommends hen; 14 0-0 and after 

14. ...Kt — Kt6; 15 -R3, 15 KtxR ; 16 KtxKl, disniL-^ses the game in'favor of While on the 

ground that he has two Pawns for the exchange, but as one of Iheiii is doubled and another can be 

immediately preventerl from a<lvancing Ijy 16 P— KB4, we totally disagree with that conclusion 

and would decidedly declare tlie game to be in Rlack’s favor. 
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p— K4 

„KKt-B3 
“VKt-B3 ■■ 

,B -B4 
ujit -B3 

P-K4 

19 

20 
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jKt Kt 5 


22 


-PXP 


'Ktxl* 


8 


KtxBP 


23 


KxKt 


24 
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8 

9 

18 


Kt B3 
Kt-Kts ■ 
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B-Kt 3 

P-H4 


KU 


12 

13 


P ~J«5 ~ 

PXBP 
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, jKtxP 
"11 b- R 3 

“R iisq. 


.„i^r 

lup -Bs' 


A Up Hj 
11b R3 

i qB -Kt3 

1 ^<.> Kt 3 

QRj 


lUu - R3 

..B R4 
Hkki 


9 

10 


4 a 


iKKt -B3 
ioB- Kt 3 rli. 

IfiK (,>3 

«>.-„P gR3 41.„Q- K3 
lOKt— t)6ch. 4- lup OB4 


P-B3 

P QK3 
Kt— R3 

iiy <.>3 


43 


Qp (.)R3_« 

“KtxP ch. 

AUKt 05 

. . l?XKt cli. 

lllv 


i i "“^*7 

Afll»-(;)kt 4 "A/ 5 k 


.A>XPch. 3 B..Kix\< 

14k' ()2 '14oxKt 


JKt--g 6 ch. f 
n 


13 


^)Kt 4 
B Kt3-1 


K -<.»3 

P>7 

14 


46 


jgKl K 4 i'I>- 


.rl^Kt 

IUbxp' 

j nQ Q4 ch. 

IUk -iia" 


'<.»XKt 

1 JiL 

lUKt-KBj (- 


HlCt.-t 


Kt-yB3 + 


14 


lvt 4 
15- K:t3 
K--'K 3 + 


17 


QXG Cl^ 
Rx<;?;- 


39 


Column ig. Move 13. . . .KtxKt, 

BLACK. 



Column 21. Move 13. . . . Kt — Q6 di. 

BLACK. 



WHITE. 


WHITE. 
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37 . Col. 19. — Or 12 KtxT*, 12 Q— Q2 ; 13 Kt— B3, 13 K— 93+. 

38 . Col. 19.- Or 14 rxP dis. ch., 14 Kt (n6)— 94 ; 15 r--9H3 (if 15 F— 9R3, 15 KtXP cli., with ;i 

piece ahead and a jjood game) ; 15 9 ^^3 ; 16 PxKt (16 OxP ch. is worse, lor after 16. . . . 

K -112 Black threatens K K stj.); 16 9 — Q 5 » should w’in. 

39 . Col. 19. — Continued : 18 KR— Kl sq., 18 PxP ; 19 RXR (if 19 R R4, 19 R— B3 and wins), 19 P 
XB ; 20 PxKt, 20 BxP ch., 20 K — Bsep ; B— B 6, and wins. 


40. Col. 20. — Tf 13 r — 93 i *3 Q-'-R4i threatening BxKt + . Or 13 Kt— R3, 139 ^3+. 


41. C^d. 21. Against any other move Black plays 9 ~Q 5 ' 


42. Col. 22.--Or II BXB, u KtXB ; 12 P -94, 12 KtxKt ; 13 9xP ch., 13 K- B2 ; 14 PxKt, 14 
9-K sen-. 


43. C ol. 23. Cordel in Fuhrer Durch Die ScJiachthcorie suggests if 10 9 QR4; PXKt, 11 9 X 

K ; 12 O -O, 12 B -93 ; 13 P- 94 , with a fine attack. 

44. Col. 23. - .Stronger than 12 9B -B4, 12 K— 92 !; ami if 13 BxP, >3 RtxKt, or if 13 KtxKt, 13 
PXB, etc. 

45. Col. 23.— Continued: 13 B -Kt2 ; 14 Bl’xP, 14 9 -Q2 ; 15 0 — 0 , 15 K K2 (White threatens 

to cut c)fr that escape by B -KKt5) ; 16 B Kt 5 ch., 16 K — Ks([. ;I7P K6, 17 9 — 18 Bx 

Kt, i8PxB;I9 9 B 5 + . 


46. Col. 24. -9 P- 94 may be treated in a similar manner, n.-imely; by 9 KtXP ch.; 10 K— 9 sq., 

10 KtXP ; II BxKtch., II K-93 ; 12 9— B7, 12 K I4, etc. 
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49 


AulixP 
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1 
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'(^XKt 
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7 
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I’-kki' 
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iDR-ysq. 
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llKtXl*ch. 
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^Ktxl’ 
-BxP cli. 
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0Kt-B3 
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„KtxKt 
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K2 
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<.>XKI> 


- 1 O' 
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14 


yKt>R3-l 54 


Kli Oim-l) 

55 


Column 25. Move 17. Q— R5. 


(’olumn 29. Move 13 B - yB4. 


KLACK. 



VLACK. 



WHITE 


WHITE. 
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47. Col. 25. — Hcst. If 9. . . .PXT* ; KtXKt, followcil by Q — K4 cli., wins. 

48 . Col. 25. — An excellent move sni^srestcil by the Rev. W. Wayte. 

49 . Col. 25. — If 12 l*xl* ; 13 O ()—(), 13 rxKt ; 14KR— R sq. eh., 14 K— Q2 ; 15 RX^t, 15 P 

XR ; i6RxPt^h., 16 K— K s{|.; 17 (J — niiilc. 


50. Col. 26. Salvioli quotes the followiiij^ continuation from All^aier : iS. . . . R — IJ4 (if iS. . . .RxRl* ; 
19 (J — eh., 19 O — K2:'— for if 11 -K2 the reply, Q — II4 wins - 20 Q (J5, 20 R- -IJ2; 21 QR - 

K sfp, 21 n IJ2 ; 22 KR -15 sq., 22 15 I53 ; 23 i) — R4, 23 R-K2; 24 0 R7, 24 

K — K. stp; 25 O — KtS eh., 25 Iv (^)2; 26 11 R4 eh., 26 K O3 ; 27 RXl* eh., 27 1*XR ; 2S i) - 
KKt3 eh., 2S K — (14 ; 29 (^> 153 eh., 29 KxP (or 29 R — (All 30 ^^"^3 eh.-l-\ 30 (J (J3 eh., 

30 R-14; 3' 3* ^ —^*5 O**" 03» 32 R— <,> sq. ch. ami n O5 mute); P I53 eh., 

and \vin>) ; 19 () — R4, 19 (J II2, and now in the illustiMtivc j.^ame ^p'ven by Alltiaier, While 
pUyed (^) - (^13, but we believe lie can win at once by (^)R - R sq., followed by P- Rt4 and 
Q-~K 7 , 


51 . Col. 27. -If 6. . . .(J -(J2, White obviously wins a P at once by RtXRP or (^IXRP eh. 

52 . Col 27. 8. . . .Kt (,>5 would lose on account of 9 QxP eh., 9 K (,) .sip ; 10 P- KR4, 10 (A " 

(or 10 (J— R2; II (JX(»? eh., II llX^I; 12 R -Osq.); ii (^)— 116 eh., ii R— (J2; 12 Kt -II3, and 

wins. 


53 . Col. 28. -S lixKt, 8 Kt— (,>5; 9 P* II7 ch., 9 R- K2; 10 (,>— R3 ch., 10 K -(>2; ii O (,>3, ii Px 

Kt; 12P— II3, 12 K K2 will, we believe, j^ive White no advantU'j^e, albeit he ean win a P by 13 
PXl'^t» i 3 KxR; 14 <,1 153 ch., for after 14 K -Kt stp, White’.s j;aine is in .such an unde- 

veloped state that he cannot lon-r maintain his material superiority. 

54. Col. 28. - - White will catch the iniprisonetl Kt by P — (,?Kt3, and 11 — Kt2. 


55 . Col. 29. -This ingenious variation w’as published by Zukertort in theCity of T.onilon C/trss 

White h.as no good defence. If, for instance, 14 (^)— K sq., 14 Q— R4; 15 OP»XP, IS R K sip; i(i 
Q— (i)2, 16 15 — R7 ch.; 17 KtXR, 17 RXKt, and wins. 


56 . Col. 30.- 6. . . .PXP is fatal on account of 7 15 --(55, and if 7 Kt — 153 ; 8 (^) — K2 ch. Again, it 

6 RtxP ; 7 P -QR3» 7 113 ; 8 15 — ^5, and wins. 

57. Col. 30. — This variation is given by Staunton. 
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WIIITK. 


WHITE. 
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58 . Col. 31. Or 7 HxP ; 8 B— K3, 8 BxB? ; 9 KtxR, 9 BxR; loQ— Q5, ami wins. 

59 . Col. 31. -Stroll j;er ami more simple than 8 KtXR, 8 P (^>4; 9 15 --K2 ! (if 9 BxP, 9 QB KKt5, 

followed hy Kt — B6 eli., ami wins); 9 C)KtXQBP ; 10 B Kt5 ch., 10 P— B3 ; ii yxKt, n 

PXB, and Black has still a strong attack. If, however, 8 P 8 KtxKBP ; 9 KxRt, 9 

Kt -K3 and wins. 

60. Col. 31— Tf 8 Kt Q3 ; 9 KtxK, 9 KtxB; 10 BxKt, 10 BxB (or 10 QXB ; n Rs 

ch. + ) ; II P -<,)B3, II B -Kt3 ; 12 O -95, 12 Kt— O3 ; 13 9— K18 ch.+ 


61 . Col. 32. 'Phis variation is <jiiotc«l from the Ilamihuch. 


62 . ('ol. 33. Tf 8 KtXR» 8 BxB ch.; 9 K -K2, 9 9— R4 ch. ; 10 K-- 93 » 10 Kt — 9^*5 ^nate. 

63 . Col. 33. Black threatens P -94 folio wt;d by B -KKt5. Jf ii R B3, ii 9 ^5 I 12 KtxT’. 12 
9 K8 ch. and w'ins. 

64 . Col. 33. Or 12 KtXB dis. ch., 12 P KKt3 ; 13RXK ch., 13 BxR; I4 9 XRI\ 14 KtxKt 4 . 


65 . Col. 34. II 6. . . .KtXB ; 7 P— OB3, 7 P -KR3; 8 KtxBP, 8 KxKt; 9 PXKt4. 

66 . ('ol. 34.- Thre.atening 9 RxB ch., 9 PxR ; 10 KlxKP, 10 Q—() 2 ; 11 BxKt, and win.s. 

67 . Col. 34. — Of course, if (,) Kt, White answers BxKt. 

68 . (-'«j 1 . 34.- For it K Klstp, White answers KXB. 10. . . .K — Kt3 subjects him to mate at once by 
RxB ch., followed by B — (T3, and if 10. . . .K - K scj.; 1 1 BxRt, etc. 


69 . Col. 36.- Better than 12 B KB4, 12 Kt -B2 ; 13 BxP» 13 K -T 52 ; 14 9 BxKt, 14 9 XB; 15 KtX 
Kt, 15 PxKt; i6 9XPch., 16 K— Kt3. Again, if 12 J» KB4, 12 Kt B2; 13 BPxP, 13 K— B2, 
and Black escapes. 

70 . (k)l. 36. We (|iiole this variation from Salvioli, and we would now continue 15 () — R5, 15 () — K scj. 

(if 15 P KKt3 ; i 6(^) -K5, etc.); 16 9 -B3 ch., ib B- B3 dis. ch.; 17 B—K3, with three 

Pawns for the piece ami a fine attack. 




Coliimn 39. Move 15. Q — R4. 

IILACK. 



Column 40. Move 14. QB--KKt5. 


BLACK. 



WHITE. 


WHITE. 
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71. Col. 37. — Or 9 KtXKt, 9 B — K2 ; 10 B — ^Kt5, 10 P— KB3+. For White will not get enough lor 

any attempt at sacrificing a piece, e, ii KtxP ch., ii PxKt ; 12 BXP, 12 R -B sq.; 13 BXB 
13 KtXB ; 14 Kt - K5, 14 R — B4, and ought to win. 

72. Col. 37. — The main column is quoted from the Jlamilmch. The continuation might be: 14 R — QB4* 
14P— B4; 15 B— B4, 15 B — K3 ; 16 R — B3, 16 11—^3 ; 17 BxB, 17 PxB. In this position wc 
slightly prefer White, though by best play on the part of Black a draw ought to be the result. 


73. Col. 38.— After 9 RxKt ch., 9 B— K3 ; Black maintains his P with the better game. For if 10 KtX 
P, 10 O -0-0; II B— K3, II B— 14, etc. 

74. Col. 38. -If 10 B - Kt5, 10 B— Kts ; ii P— B3, 11 PxP ; 12 PxPf 12 B -04+. 

75. Col. 38. — The IJpschitlz Appetutix to Gossip's Manual points out that if ii KB — OB4; 12 P — 

OB4, and wins; for if 12. . . .PxP p-t then 13 Kt--B6 ch., followed by 0X0* t)r if 12 0 — 

KB4 ; 13 Kt --R4, 13 Q— Kt5 ; 14 Kt — B6 ch., and again wins the Q. Otherwise Black obviously 
loses the KB, 

76. Col. 38, — The game ought to end in a draw by best play. After 15 P — (^14, 15 Q — KR4 ; 16 QR 
— 0 S(p, White recovers the P with an even game. 


77. Col. 39. -All innovation by Schallopp, 

78. Col. 39. -Black’s position is, no doubt, dilTicult to defend, but we think that the continuation 15 

P -KR3 ; 16 KtxP, 16 B — K3 ; 17 B — B6, 17 R — Rz, ought to give Black the liest of the 

game. 


79. Col. 40. — Some authorities dismiss the game here as even. 

80. Col. 40. — White threatens R — QB sq., followed by QxPor KtXP. 


81. Col. 41. —Or 7 0—0, 7 B— Q2; etc. But not good for Black is 7 QB -KKtS ; 8 QXP, 8 Bx 

Kt (or 8. . . .KR QB4 ; 9 Q R4, 9 B -Q2 sq.; 10 P -B4, 10 P— QR3 ; ii PxP, n PXB ; 12 Q - 
B2, 12B-B4. Ifi2....Kt K2; i3QxKt, 13 B- 14; 14 Q— K2+ ;— 13 PxKt, 13PXP; 14B— 
QK4+) ; 9 I’XB, 9 Kt-Kt4 ; 10 Q-B3+. 


82. Col. 42.— 9.... PxKt; loQxKt, 10 BxKt (or io....PxKt; ii QxB, 11 PxP ; I2R-Ksq. 
ch., etc.) ; ii PxB, ii PxP ; 12 Q— IC4 ch., is in White’s favor. 



io8 


'rwo KNIGHTS’ DEFENCE. 


,P--K4 


IP-K4 


2 


KKt-Bs 


VKt B3 


®ki-B3 


4 


Kt-Kts 


P-y 4 


rPXP 

«OKt— 


QKt— R4 


pB — Kt5 cli. 

0 F=b 5 


Game 1. 

Du/resne, 

ANDERSSEN 
S 

7^XP _ _ 
M’Xl* 

qBJC? 

Op— KR3 
n Kt-B3 1 
Op-Ks 



lUg .oe 

,,P -kf4 

llkii-iH 

.p R-Bsq. 

A“kt— Kt2 a 

. 13 --"’ 

.pKt-R3 

lOo-o 


-:Si! 


iKt 4 


^,|QKt-B 4 

18^ 


-QR3 


'Kt-Q 4 

. nKKtXQB 


"QXKt 

flKt-K5 




Kis 


U4 ch. 

nl’-Kta 

“yxRP 

oBXR 


25 


“gx'ktPch. 
j K gsq. 
*KtxBPch.I)5 
'PXKt 

^yxyup 

qB-K; 0 
®B K6 •/ 
™Kt-B 4 


8 


"'PXP 

flOg>cRch. 

B 2 ft Wins. 


9 


Game 2. 

Du/rrsue, 

DUFRESNE 
Von der LASA. 


B R4 


P KR3 
KKt -B3 


8 

8p 

AUij_K 3 
:-*5 


Kt 


10 


llg-g 5 ^ . 

.ftBxP ch. ^ 
l«KtXB 

AukB gB4 u 

4 jgxKt ch. 

l^k~K2 

jrQ Kt; ch. 
10 k - 03? 1) 

lOg -B7ch. 18 

K gsq. 


17gxBP 13 
B6ch, 
lOKxKt 

^^P— 04ch. and 
Iwwimi. 


Game 3. 

Sahftoit, 

MORTIMER 
ST. BON. 


n Q-B 3 

OpxB 


,QXR 


Kt—Kt2 

<PXP 


9 

10KB-:gi4" 
13Q-R6 
- o 


12 

13 


QXP 


P -KR3 
KKt -B3 14 


P— Ks 

U Kt — Kt Kc|. 

r 

is: 




QB— KKtS 
8 oQ-K 3 

1“q (^4 

.bV- KKt3 IB 
^'BxFch.Die 
tO<^XB 17 
lOp— K6 

iOpxPi-h. 



“Or— K sq. ch. 

B| K - B sq. 

Kt4ch.l8 
oo b b3 
““OXP 
oob -B3 
“"g— Kt4ch. 
Oi b-^3 10 
“*b K4 


25 


bKt B3 
kt— B4 
,b-B 4 


ao 


»yKt— Ks 
,B — K sq. 

-B4ch. 
:t-B 3 


.1^1 


^BxKt aad irini. 

81 


Game 4. 

StUvidi. 

IIIRSCHFELD 

KOLISCH. 


^ B-K2 
Ip— KR3 
KKt- B3 


9p -Ki 

lor 


Kt 




Bkb - gu 4 

.„R— Bsq. 

A“q gs aa 

AUKt-Kt 2 

i’Kt— g s(i. 
icl* -bKl 4 

lOh Kts 

4 nRt-R 3 

Iob-kV 

QKt -114 

InJxkt " 



IDb -o 


19 


B R 3 


Kt g4 
P Kts 


“Up--gB 4 

9lilz.K'3_ 
“iK -R2 
BB» -o -CL_ 
““P— B4~ 

on » Rt 3 

“UKKt- KB3 
P b4 
tb-B2 
U— K6 
'P-kt3 
,P ■ K4 


24 

25 


27' 


“ktxB 

rbXKt 


PXKtP 

qP-BS 

Op— kt4 ■ 



ObR-bBsq.a4 

„R- 07 ch. 1 jaB 

UKtxR 

.b-Kt6ch. 
1k- R sq. 
obXPch. 
“K-Kt sq. 
obXPch. 
“K-R sq. 


Game 4--Cont’d. 

Ojb-Rsch. 
u4k_KU 


35i[: 


gxp ch. 


B3 

— Kt6 ch. 
XKt 
,„g-Kt 7 ch. 86 
I^R-B3 
White mates in 
six moves. 87 
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Anderssen v. S . 

1 . Game I. —In our Col. i we recommend here KKt--R3. Kt on that square is merely threat- 
ened with an exchange for a 11 , which wc believe is favorable for the first player. The doubling of 
his KRP amounts to little in view of his being a V ahead on the other wing and his obUining two 
Bishops. 

2 . Game 1. 12. . . .Q—Q sq. proposed in our Col. 9 yields, we believe, a stronger attack than this 

move 

3 . Game i. -Compare our Col. 1 1 , where we suggest P— QR4 as the preferable move at this juncture. 

4 . Game I. - leading to complications in which both parties display great ingenuity. But White’s 
soundest play here was 21 P ~KKt3, still threatening to win an additional P and giving Black no 
chance of instituting an attack against the King’s side. 

5 . Game i.— Black conducts the attack with high-class ingenuity. The sacrifice of the Kt in addition 
to the R already given up was, wc Ijelieve, quite sound if it had only been pursued properly. 

6. (jamc I.— White had evidently relied on this fine though simple-looking move for breaking the 
attack otherwise threatened. If, for instance, 26 KtxQBP, 26 B~-K6 ; 27 Q ~Kt4, 27 QxR ch.; 
28 K— B2, 28 QxP ch. and wins. Yet White ought still to lose as will l)c seen. 

7 . Game i .- A mere transposition of moves which does not appear to be of much importance at first sight 

costs Black an excellently played game. First; 26 PxP ; 27 BxP,! 27 QxR ch., would have won. 

The most probable continuation was then 28 K — B2, 28 K — B sq. ch. ; 29 Kt -B6, 29 RxKt ch. ; 
30 BxR. 30 QxR; 31 l^XKl, 31 Q- ch.; 32 K— Kta (if 32 K— B sq.. Black drives him to 
Kt2 byB K6cli.) 32. ...B QS ch. ; 33 K— B sq., 33 Q B 8ch.; 34 Q-Qsq. (if34K— B2,34 
Q - *^^7 ch., 35 K- Kt3, 35 Q — (^^8 ch. ; 36 K — Kt4,— if K -R3, Black drives the King into a mat- 
ing or otherwise losing position by B— Kt7 ch. and Q ^^>5 ch. — 36 B— B6 ch.; 37 K— Kt5,— or 

37 K R3, 37 I^-Kt7 ch., etc.,- 37. . . .(^Q2 ch. and wins), 34. . . .B— K6 ch. ; 35 K— B2, 35 Q 
— B5 ch., followed by Q ~Kt4 ch., winning the B. 

8. ( iame i . -This beautiful move now wins by force. 

9 . Game i. -For if 29 Q— QS ; 30 R— sq., etc. 


Dufresne v. Von der Lasa. 

10. (iame 2.— Better than JO. . . .KB--B4 ; n P -Q4, 11 BxP ; 12 KtxB, 12 QxKt ; 13 Kt— B3, and 

though Pawns arc even, we slightly prcler White on account of the two Bishops and Black’s weak 

BP. But 10 B — K2 is very weak on account of 1 1 Kt— K5, 11 Q- (if zi Q—QS ; 12 

Kt -QB4 wins at once); 12 Kt— QB4,! 12 KtXKt; 13 Kt— B3, 13 Q— B4; 14 P— QKt4, and wins. 

11 . Game 2. — If 13. , . .B— Q2; 14 KtxKt, followed by Q — K5 ch., regains the piece with two Pawns 

ahead. (Dufresne.) 

19 . Game 2.— An error which greatly compromises a won game. After 16 PxP**. 17 KtXP, 

17 (^— B7 ch.; 18 K— Q sq., 18 QxKtP; 19 R— K sq. (or 19 Q -R6ch., 19 B— Kt3; 20 Q— B sq., 
20 B — R6 and wins), 19B— KKts; aoQ— R6 ch., 20B— Kt3; 2Z Q—Qz ch., 21 Kt— Q4; White 
has no defence. 

13 . Game 2. — Fatal. 17 KR— QB sq.; 18 Q— R6 ch., 18 B— Kt3; 19 Q— B sq., 19 Kt— Q4, would 

have still left him a fair attack for the loss of the Pawns, whether or not White exchanged Queens. 


Mortimer v. St. Bon. 

M. Game 3.— In the manner of our column i, White, we believe, can simplify the game by Kt— KR3, 
which avoids all complicatious arising from the attack of that Kt by P — K5. Should Black answer 
Q— Q4, then White may retreat Q— KB sq., followed by K — Q sq. in reply to Q— K5 ch. 

IB. Game 2.— White could have gained here a very important move by QKt— B3. 

fCotUimied on page at*) 
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TWO KNIGHTS* DEFENCE. 


GAME No. I. 

Move 24 Kt(94)XQBP eh. 

1U.ACK- s . 


GAME No. 2. 

Move 15 K(K2) — Q3 

IILACK— VON DRR LAS A. 




WHITE— ANUERSSEN. 


WHITE— DUKRESNE. 


GAME No. 3. 

Move 17. BxP eh, 

BLACK— ST. EON. 



GAME No. 4. 

Move 30. R(Qsq)— Q7 eh. 
BLACK— KOLTSCH. 



WHITE— MORTIMER. 


WHITE— HIRSCHFELD. 




















TWO KNIGHTS* DEFENCE. 


Ill 


(CofUituted from fage logj 

16. Game 3.— Very fine play and yielding Black an excellent attack. 

17. Game 3 — If 18 KxB, i8 P— K 6 eh.; 19 K— B sq. (or 19 QxP, T 9 R— Ksq.; 20 Q— B 4 , 20 Q—Ky, 

21 KKt— H3, 21 Q— K7ch.;22K— Kt sq., 22Q— Q8ch. wins), 19 Q -B4 eh.; 20 Kt— B3 

20 QxP; 21 Q— K sq.,121 PxP; 22 QxP, 22Q— Bsch.; 23K— Kt »!., 23R-Qs(i., withawinning 
attack. 

18. Game 3. — Q— B4 eh., followed by QXl* if the Queen intcri)osed, or by Q— Kt4 eh. in reply to Kt — 
KB3, was stronger. 

19. Gamo 3.— Black has already a draw in hand, but takes his chances on the complications of the attack 
that follow. 

80. Game 3. — Feeble play. By R— K sq. he would, no doubt, have to return the piece gained, but 
would remain with a B ahead. 

21. Game 3.-- The probable continuation is 29 PxB, 29 QxB eh.; 30K— Kt sq., 30 R— K4; 31 KtX 
Kt, 31 KtxKt; 32 Q— B8 eh., 32 K— R2; 33 B-~KR4, 33 R-KB4. and wins. 


Hirschfeld v. Kolisch. 

82 . Game 4. — In our Col. 9 we propose here 12 Q — Q sq., and we now add the following novel continu- 

ation; after 13 P — B3, 13 Kt Q4; already noticed. If now i.|. I* — KKt3, 14 B - -R6; 15 P QKt4, 
15BXR; 16 KXB, ! iGKtxKtP; 17 PxKt, 17 Q Qs; iS PxB, 18 QxR; 19 QKt B3, 19 O— 
O; 20 Kt Kt4, 20 KR Q sq,; 21 Q— K sq. 1 21 QR— Kt sq.; 22 Kt--K3, 22 R Kt7; 23 BxR, 
23 QXB; 24 KtXP, 24 QxRP; even game. For though White has two minor pieces for the R, Black’s 
dangerous passed P on the (,)R file and the looseness of White’s P in the centre form a fair com- 
pensation. 

83 . Game 4. — Attack and defence have been excellently conducted by lx)th parties after the opening 
moves, but here we would have preferred 26. . . .R — K sq. ; for if 27 KtPxP, 27 KtxB; 28 PxKt, 
28 PxP, wiih a strong counter-attack. 

24 . Game 4. Black has hardly anything l^cttcr. If BxP, White would also answer R — Qy eh., and 
would win in a similar manner as in actual play. 

25 . Game 4. — A masterly combination. 

26 . Game 4. - It somewhat spoils this pretty game that White overlooked male on the move by 37 
Q -K6ch. 

27 . Game 4. - The mato is effected as follows: 38Q— Kt3ch., 38 K— Q4; 39 P — B4Ch., 39 KxP (if 

39 K — Q5; 40R— Q sq. eh., 40 KX?; 41 Q— Kt3 mate); 40 Q- Kt3 eh., 40 K— Q5; 41 R — 

Q si[. eh., 41 K— K4; 42 R— Qs eh,, 42 K — Bs; 43 Q— Kt3 mate. But we believe that if Black 

had previously played 37 Kt — B3, no mate could have been clfcctcd, as Black’s Q4 sq. would 

have been guarded, and if 38 P — B4 threatening BxKt2 mate, 38. . . .K — Q5, etc. 
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TWO KNIGHTS’ DEFENCE. 


Ap-K4 


Game 5. 


/ lenna C cngrexs, 

BIRD 

TSCIIIGORIN. 


wOKt k4 

gB Ktsrh. 

7»'XP 

M*XP 

0L-K2 

0|’ - Kk3 
nKKt B 3 

"i’-ks 

AW(.)-B2 
j j Kt - lvt4 88 

lliixkt 

4 9 «xb_ 

m 

luo 0 
..Kt-Jl3 29 

14kt- Us 

mL _ 

l«kt ' k4 “ 

4nBJ^2 

IOrK ksq 
.„0 O 30 

1/gKtXB 
1 n^^ xKi 

log -02 

^^QR-ksci.33 

22 (..R - Ksq: - 

^R KR s<|. 

23Fn;;k4 

fl4Q-kt3 
-_Kt— sc|. 34t 
fiOl*-K6 i)‘35 
B -(J4_3e 

flOktxP 

-- RXKt 

o/oXl’ch. 

AOpxR 

ofl Kt-K3 


Game 1— Confd. 



UiRxB 
waQ— t .>s<l- 

«“P— Rs 38 

ooSzi^L— 

“0p-R6»i4wisfc 


„KKt^B3__ 
“yRt— Bs' 

Game 6. 

Correspondence 

Game, 

WESEL C. C. 
CREFELDC.C. 

.P-04 

^PXP 39 

pO O 

OktxP' 

qR -K SC|. 
Op~g4- 

7«xi; 

'OXB 

nKt-B3 

OO—KR4 


9 ivtxi^t 
B— K 3 



A^P-KRs 40 
. . B -B 6 

1 Ig - 0 E 4 

..KtxP D41 
l«KtxKt 42 

I nWKt 

IwPXB 43 

U KtxP ch. 

K- 

-I n*iL 

IOr. 02 

^QKt-Ktr>»Werh. 

lok K 2 

j wKtxR 
I'R-ktsq. 
i oQR SM- 
lOfi-Kta 

1 n Q- 97 cB. 

loK B 3 
onBxBcB* 
«U]»xR 
oaK txP 
«ig - K4 
nn K-Bsq. 45 
Kt3 

nqB K s(|. 
“OgxKtP 
OiM 03 ch. 

B 2 



AOb-Bj 46 

»n Q-07ch. 

o0k-Kt3 

fl-K t— 05 

g/R— KB sq. 
y> Kt-B 4 ck. 

“0 and wins. 47 


OKt— B 3 

Game 7. 


MORPHY 
Dc RIVIERE. 


Kt3 54 

in!^ R6 

10Kt^k3 

17LJ^5 

A'B-Bsq. 

iO^^> 1^3 

AORt 14 55 

.qP R6 1)56 

lopxkp 

oUp. R4 

GIR-R sq. 
nftPXR qvicciis 

"“0X0 



uOBxQ 

9J«W 

o^Bxl’ ch. 

arKX^i 

"OrxB 

„-QR-K sq. wim. 


Game 8. 


MacCONNELL 

ZUKERTORT. 

j Kt QB3 

Kts 58 


cB.-(.)R3 J 

B-K2 48 

"BxKt 

KlXP 

nQl’XB 

0 0 49 

OktxP 

,gKt-B3 

nBxP ch. 

Kt— K 4 50 

'KXB 

B K2 51 

qV -(,)S ch. 

1 * (.>4 

Ok_-K sq. 

, 1 * 14 

oQXKKt 

MCt -B 3 52 

5Jp. (^4 

|KtxKt 

in'.> VR 4 

'I'xRt 

ll^R Bsq. 

,1’ Ks 


Hi B4c]i. 53 



AARxKt 

^K -R s(|. 

.ql’XR 

‘K.t 02 

i"B - ko 

,U-Q3 

.qR-R.sq. 

IR K sq. 

1"0 153 

|B-Q2 

. H^-kl4 

Ikt-Bsci. 

l^K 02 

.Q~RS 

1 .,.1> 



14 

4 nB K 15 

A0() kt3 63 

-152 

fqR -O 2 64 

10p_.Kk3 

iQB~K3 
^"R 0 sq. 



"Ur— B sq. 

naU-BS 65 

^^P okt3 

nn»^ KtS 

“"Kt-R4 

nq B -Kt4 

"URt Bs 

k2 

“^P- 0 R 4 66 
QpP XP in pawing 
"Op: 154 
OqBxP 
"OpxB 

nnR — Kt sq. 

“'R-O 2 67 

qpRXP D68. 
«0r-O3 69 

>-R7 70 

flogxP 

U pRXB & wins. 
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Bird V. Tschigorin. 

28 . Game 5. — Our notes to this game arc chiefly quoted from the to Gossip's Manual hf 
S. Lipschdtz. II P— (^>4, II PXP 12 KtxP (Q3), 12 B— Q3; 13 Kt— Q2, followed by Kt— 
B 3 > gives White an excellent game with a P ahead. For should Black attempt 13 BxPf then 
would follow 14 P — KKt3, 14 BxP; 15 PXB, 15 QxP ch. ; 16 Kt — B2, and should win. 

29 . Game 5. — White would have done Ixdter first to ]>rcvent the entrance of the hostile Kt by P 

*QKt3. 

30 . Game 5. -17 B— K2, 17 Kt‘\)6 ch. (or 17 Kt— B6 ch. ; 18 K— B sq., etc.); 18 PxKt, 18 PxP; 

19 0 — O, was far more favorable for White. 

31 . Game 5. -If 19 P- -B3, 19 B- -B4ch. ; 20 K — R sq., 20 (^)- K2, with a winning attack. 

38 . Game 5.- 20 KtXP, 20 Q— B4; 21 P— KB3, 21 Q— KR4; 22 PxKt, 22 Q— R7 ch. ; 23 K— B2, 23 Q 

— B5 ch. (or 23 Q— R5 ch,; 24P ’-Kt3, 24 BxP ch.; if 24 Q— R7 ch.; 25 K— B3, 25 QX 

Q ch.; 26 KxQi 26 RxKt ch.; 27 K- -B3, with aP ahead -25 K — Kt2, and should win) ; 24 K— 
Kt sq. was by far better play, for Black’s lx;st plan would he now to draw by perpetual ch. 

33 . Game 5. — Ill-juilged. R — KR sq., followed by QR —KB S(]., was much Ixjtter. 

34 . Game 5. — Premature. R — R3 was necessary for the defence. 

36 . Game 5. A real master foup which forces the victory in elegant style. 

36 . Games. — If 26 QPxPi 26 KtxP ch.; 27 KtXKt, 27 RxKt, threatening RxKKtP ch., and 

wins. 

37 . Game 5. — Beautiful play, wdiich finishes off the quickest way. 

38 . Game 5. — 32 RxB, followed by K--Bs(|., if White reply QXP| was also gofjd enough. 

Wesel Chess Club v. Crefeld Chess Club. 

39 . ( iame 6. — Compare Columns 37-42. The same }x>sitions may arise in the Scotch Gambit by a trans- 
]josition of the 3d and 4th moves, on each .side. 

40 . (>amc 6. — Inferior to 10. . . .B QKt5, which, according to the Jlandbuch^ would lead to an even 
game thus: ii KtxP, H 9 XQ; 12 KRxQi 12 KtXKt; 13 RxKt, 13 B — BK2; 14 B— B4, 14 O 
— O; 15 BxP, 15 KR -QB .sq.; 16 B- ^6, 16 BxB; 17 KtXB, 17 RXP; 18 KtXP, 18 RXKtP, 
etc. 

41 . Game 6. —A fine sacrifice, which, we believe, is warranted by the position. 

42 . Gamefi. If 12 PxB; 13 KtxB (not 13 KtxPch., 13 K— K2; 14 Kt— Kt3, 14R— Q sq., 

etc.), 13 PxKt; 14 KtxBP ch., 14 K— B2; 15 Q— Q 7ch., 15 B— K2 (or 15 KxKt; 16 

R- Pch., 16 K Kt4; 17 P- R4 ch., 17 KxP; 18 R— Kt6, and wins); i6QxPch., 16 K — Kt2; 
17 Kt <J5, followed mostly by R K3, with a fine attack. 

43 . Game 6. -This loses speedily. Their game was, however, very difficult, and, we believe, could not 
be retrieved without some loss. Probably the best defence was 13 . . . R — KKt sq., and after 14 QR 
— Q sq-1 *4 B — K2 ; whereupon, no doubt, White would get the advantage by 15 BxP. But it should 
1)6 noticed that if White continue 15 BxB, 15KXB; 16 Kt — B5, Black would break the attack 
by 16. . . .QR — Q sq. For if White reply 17 KtXP, Black wins by QxR ch. 

44 . Game 6. — The best plan which simplifies the game with enough material to win. 

45 . Game 6. — Excellent play and quite decisive. 

46 . Game 6. — After 25 R — KBsq.;26 Q — ^Kt6 ch., 26 K — Kt sq.; 27 Kt~K8, 27Q— Kt4ch.; 

28 R — K2, 28 R— B2; 29 KtxB, followed by Q— K8 ch. White’s game would play itself out. 

47 . Game 6. — For if 28 K - B4 ; 29 R- Kt6 dis. ch., if 28 K— Kt4; 29 Q — Q5 ch., etc. 


Morphy v. De Riviere. 

4 | 3 . Game 7. — 5 .... B — B4 leads to a variation in the Giuoco Piano, known as Max Lange’s attack. 
The move in the text is not good. 

49 . Game7.— IfO....KtXP; 7 Kt-Bs, 7 O -O (or 7....P-KKt3; 8 Q— Q5+, or7....P-Q4; 
8KtxPch., 8K-Bsq.; 9 QB -KR6, 9K— Ktsq.; 10 BxP+); 8 (>-K4, 8 P— KKt3 (or 

8 Kt— Kt4 ; 9KtXB ch. + ) ; 9 Kt— R6 ch. + 

(Conluwfd on page //jJ 
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GAME No. 6. 

Move 25....r— K6. 
TiLACK— rSCHK ;OR IN . 



WHITK — TilRl). 


GAME No. 6. 

Move 12. Kt(KB3)Xl** 


BLACK— CREFELD C. C. 



GAME No. 7. 

Move 19. 1 * — K6. 

BLACK - DE RIVIERE. 


GAME No. 8. 

Move 28. RXl*- 
BLACK - /UKERTOK'I'. 




WHITE— MORPHY. 


Wll ITE — MACCONNELL. 
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(Continued from page iijJ 

60 . Game 7. — Which only ultimately leaves a further mark for the hostile attack from the dangerous 
KBP, P — Q3 was much better. 

51 . Game 7. — ^Excellent play which ])rovidcs against Black’s entrance (if Kt — KI5, after P— <?4. 

52 . Game 7. — Of course, if 9 QKt -Kt5 ; 10 P K5 wins a piece. 

53 . Game 7- — ^An ill-judged move. The square of QB4 ought to have been reserved for the entrance of 

the Kt in order to weaken the adverse attack by B — Q3. The retreat of the Kt - Qa at once was 

therefore, by far superior. 

54 . Game 7. — A very weak move which creates a dangerous hole in Black's King’s side. Either Kt— 
Kt3 or B — Q 2 were much better. 

55 . Gainey. — A much liettcr defence was 18. . . . Kt — Kta; for if 19 P — K6, ic^KtPXl* ; aoPxPch., 
20 KxP ; 21 ()XKI*, 21 Q — B3, with a good game. 

56 . Game 7. — Beautiful ])lay and winning by force. 

57 . Game 7. Quite good enough, but the more simple initiation of the final assault by 20 Px KtP would 
have finished sooner, and also might have led to attractive brilliancies. For, supposing 20 PxKtP, 

20 PxP (if 20 K — K2 ; 21 K B7 21 RXR ; 22 PxRch., 22 KxP ; 23 Q R5 ch., and wins. 

Or if 20. . .P— KR3; 21 BxP, 21 P- K4 ; 22 Q— R5, etc.) ; 21 R— B7, 21 KxR (or 21 ... . B - 

-Kt2; 22 BxP and wins) ; 22 Q R7 ch., 22 K — B3 (if 22. . . .B— Kt2 ; 23 R- B .sq. ch., and 
wins) ; 23 R B s([. ch , 23 K- K4 ; 24 B — B4 ch., 24 K - B3 (or 24. . . .K— Q5 ; 25 Kt — K2 
mate) ; 25 B — Kt3 dis. ch., and mates next move. 


MacConnell v. Zukertort. 

58 . Game 8. — The same position may arise in the four Knights’ game, the Petroff, in theGiuoco Piano, 
and King’s Bishop’s opening. A game between Seymour and Steinitz proceeded from tliis point 
thus: 4. . . .KtxP ; 5 KtxKt, 5 P Q4; 6 B Kts, 6 PxKt; 7 KtxP, 7 Q - (>4 ; « I^XKt ch., 8 
PXB; 9 Kt Kt4, 9B R3; ioKt-K3, 10 11 P--KB3, 1 1 B— B4; 12 PxP, 12 O— O; 
13 P — Q3, 13 P— KB4; 14 Q -B3, 14 QR — K sq. For continuation see game terminations. 

59 . Game 8.— Superior to Kt— Q5, or O - O. 

60 . G.ame 8.- Much inferior to 9 P—Q3, wliicli establishes Black’s centre. If then 10 B— Kt5, 10 

Q- ()2, followed by Q— B4, gives Black a splendid game for the ending. 

61 . Game 8. In aiioth(T game between the same players occurred ii KtXP,? Q— K2; 12 P— KB4, 

12 B -Q2!; 13 0—0 !, 13 KtxKt, and wins. 

62 . Game 8.— An unsound s;icrifice, but Black’s position is already inferior. Another game between the 

same players proceeded; — Q3, 12 R — K sq., 12 K--B2; 13 KtxP ch.!, 13 KtXKt; 14 

B— B4, 14 Kt B6 ch.; 15 PXKt, 15 Q— Kt3 ch.; 16 K -Rsq.+ 

63 . Game 8. — ^Weak. Q— B2 at once was obviously far lietter. 

64 . Game 8. — Much stronger was 18P -QB4, 18 P -Qs ; 19 RxKP ; U) KtxR; 20 QXKt, 20 P — 

yKl3 (or 20 R Ksq.; 21 QXQP ch., 21 K— B3; 22 QxRP, 22 QxP ; 23 P Kt3, 23 Q--- 

Kt4; 24 Q Q4+) ; 21 Q- Kt5 ch., with an irresistiWe attack. 

65 . Game 8. Necessary in order to prevent R — Q3. If, for instance, 21 K — R stp, 21 R— Q3 ; 22 R — 
KKt sq., 22 R-- Kt3; 23 Q -R4, 23 B- K5; 24 R- Kt3, 24 QxP ch., and mates next move. 

66 . Game 8. — Black’s latter play with the exchange behind is exceedingly fine. He has now managed 
to obtain the winning position, and forces the gain of a piece by a very clever manoeuvre. 

67 - Game 8. — An extraordinary fault of omission which costs a won game. After 27. .. .K- Q3 at 
once, White could hardly hold out long ; for if 28 R— Kt7, 28 Q -Ktj; or Q --B3 kept Black’s 
game well defended, and White’s Rl* was bound to fall immediately, whilst as regards the other 
Pawns on the Queen’s side it was only a question of time. 

68 . Game 8.— White takes advantage of the error in an ingenious manner, which, in turn, gives him a 
forced won game. 

69 . Game 8. — This is now too late, but nothing else was of any avail. If 28 KtXR; 29 QXKt, 29 

R— B2; 30 P— R7, 30 RXP; 31 Q-~Kt8 ch. and wins. Or if 28 Kt — Q3; 29 R— K16 (threat- 
ening P — R7 i etc.), 29. . . •Q~B3; 3® ^ 3®^ — 3 * RxKt, 3* QXRi ^2 1 — 
R7, and wins. 

70 . Game 8. ~ Promptly and cleverly deciding the game. 
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The German Handbtich states that this opening is already mentioned in the Goet- 
tingen Manuscript and is also noticed by various later authorities like Lopez, Selenus, 
Lolli, Ponziani and others. In practice during our present century it was first favored by 
the Russian master Petroff after whom it is named, and it received its first extensive analy- 
sis in the French Chess journal La Palaniede in 1842 at the hands of the Russian author 
JSnisch. It is generally adopted for the purpose of avoiding the complications of other 
variations in the King's Knight's opening like the Ruy Lopez, the Evans Gambit, the 
Scotch Gambit, etc. 

As regards its merits as a defence various authorities have expressed diflerent opinions 
on the subject, but all agreed hitherto that 3 KtXP was White's best continuation though 
it was generally admitted that this line of attack only retained the advantage of the first 
move by proper play on the other side. We think however that the superior position at 
least can be proved for the first player by the attack 3 P — Q4 which has hitherto been 
almost ignored. 

Column I with the notes shows the most feasible line of defence and the variations 
springing therefrom leave the game considerably in favor of the attack. 

Column 2 is already given in Cook's Synopsis, and in consequence of Black's ques- 
tionable 5th move White gains a clear P without sustaining any disadvantage from having 
to move his King. It is however White's best plan to be satisfied with the P. For though 
he can win a piece by force by a deviation on the 8th move treated in Column 3, the 
counter-attack on the other side becomes .so formidable as to make White’s game unten- 
able. The variations we give in our notes are samples of brilliant tactics comprising even 
the early sacrifice of two pieces which is made possible in consequence of the bad position 
of White's King. 

Column 4 deals with a line of play which some authorities declared to lead to an 
even game on the assumption that White on the 6th move should proceed with QXP. 
But the modification which we sugge.st gives White an attack similar to that arising in the 
Horwitz and Frazer variations of the Scotch Gambit but as will be seen especially from 
our notes which are fair illustrations of hunting and even catching the Queen by means 
of attacks from minor pieces. White obtains a much stronger attack than in the above 
named variations of the Scotch and this is chiefiy due to the loose position of the. 
adverse KKt. 

Column 5 is an offshoot of the last tending to show that the device of retreating 
Q — Q sq. which may be adopted in a similar position in the Scotch Gambit leads to the 
loss of a piece in this instance. 

In Column 6 we also present a novel line of play which shows a decided superiority 
for the first player in a variation which most authorities held to produce an even game. 
Our alterations in the demonstration commences on White's 6 move for which generally 
O — O was recommended, but we think that our substitution will be found an improve- 
ment, as afier the adoption of our proposition to play 6 B — ^Kt 5 ch., all the moves for 
the defence appear to us forced, whereas after 6 O — O Black might reply 6. . . .KKt — B3 
with good prospects of equality. f 

In Col. 7 M^e present a variation which ends in brilliancies though at starting, Black 
has only adopted a resort which for a long time has been recommended for the defence 
against the usual line of attack. White's Kt, however, which has taken the KP on the 
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5th move, is an inconvenient fixture (en passant, we may state that we did not consider 
it necessary to investigate the consequences of 5 PX I' which is opposed to our general 
principles, and we may merely state that 5. ...KB — QI34 or Kt — B4 are equally good 
answers to produce an even game against that move), and we show that Black when 
trying to get rid of that Kt gives his opponent complicated sacrificing opportunities 
which we believe ought to be in favor of the first player. 

'rhe next column is of a similar character, and instructive tactics will be found in 
Note 23, proving, we believe, the superiority for White who has sacrificed a piece. 

Columns 9 and 10 also apply the test to lines of play similar to those which are 
recommenclca for the defence by authorities against the attack 3 KtXP. But to the 
best of our judgment, the second player cannot equalize the position if White play 
properly. 

In Col. 1 1 w^c at last thread into the path of the old attack and we think that 
especially the new simple move 8. . . .KKt — B3 ought to help Black to an even game. 

In Col. 12 we show the result if Black adopts the old line of play and we add some 
new moves with notes to the main variation which is already given by the various author- 
ities up to Black’s nth move, but it should be specially noticed that whereas 6. . . .Kt — 
QB3 is generally marked as best in the books, we query it in the usual manner, and we 
may add that we consider its inferiority hardly questionable. It should be added to 
this variation that if ii....BXi’; BXBP, 12 (I — O; 13 R — Kt sq. gives White 
equally the superior game. 

In Table 111 we introduce in C!!ol. 13 the move R — Ksq. on the 9th move, which we 
consider a means of attack well worth trying in various forms of this opening, though 
hitherto it has escaped the notice of theorists and practitioners. On White's loth move 
in this variation, we recommend the advance of P-— B5 in order to confine Black s jiieccs. 
I'hough this is very rarely good in the opening and has never been mentioned yet, in 
any of the variatitms of this debut, we think our demonstration proves it tt) be sound in 
the present position. 

Col. 14 tends to prove that Black cannot fortify his Ktby 9. . . . P — 1^4 without fittally 
compromising his game. 

Col. 15 is a suggestion lor the attack from a game in the Clerman Handbuch by 8 
R — K sq. in lieu of the more common 8 P — B4. We consider that White gets consid- 
erably the best of the position by this line of play without breaking the Pawns on the 
Q wing. 

Col. ifi is remarkable, as up tt» Blacks nth move it occurred in a celebrateil game 
'])layed by correspondence between Pesth and Paris, and the play on both sides was 
accepted as the standard for this form of the opening. But our suggestion of 11... .Kt — 
B3 gives, in our opinion, the second player a very good game, albeit in some of the 
variations he comes out a P behind. 

In reviewing C’ol. 17, which in conjunction with the notes, rejects the old author- 
ized attack and suggests a new one, it should be added that if 8. . . .KB — (^)Kt 5 ; 9 B — 
Q2, 9 l^XB; TO QKtXB, 10 P --B4 ; II KtXP with the superior game. 

In Ca> 1. 18 we differ from autluwitics wht> recommend 7 B — KB4, which leads to an 
even game, whereas the process we suggest maybe briefly dismissed as showing a su- 
periority for White w'ho has a pie ce strongly fixed in the centre and his K BP advanced for 
the attack. 

In Table IV an inferior defence 3. . . .KtXl* ^Itialt with, in Column 19, and some 
instructive niceties of play will be found in the notes thereto. The next columns of that 
table show that Black may adopt 3. . . .Q — K2 with impunity, and as no more than an 
even game can be opened against this little practised defence, this ought to be an addi. 
tional reason for discarding the attack 3 KtXP as inefficient in comparison with 3 P— 
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In the Cochrane attack (4 KtXP), in Table V, we reverse the judgment of previous 
writers, for in Cols. 25 and 26 we advocate lines of play which have hitherto been 
condemned. In the latter column the movements of the King in the middle of the board 
form an interesting novel feature. 

In Col. 27 we think that we are giving proof by a new line of attack, 9 P — QB3 that 
the move 5. . . . B — K3, heading this column, does not release Black's King from all diffi- 
culties as quickly as has been supposed, on the assumption that White must play his 
Kt — QB3. Our modification gives White's Queen more scope for action on her own wing. 

With Col. 28 a line of play commences which is usually treated in the King's Bish- 
op's opening, but in order not to defer our readers to the second volume we have devoted 
at once attention to its chief features. Most authorities hold that 3 B — B4 in this opening 
is theoretically unsound, especially if followed up with 4 QKt — B3 after 3. . . .KtXP. 
But though we agree with this judgment we differ as regards the demonstrations. We 
lay most stress for the defence on the move P— QB3, which should be adopted as early 
as possible, not alone for the purpose of driving back White’s KB, but also with the ob- 
ject of providing an exit for Black's King at QB2 in anticipation of his being driven to 
Queen s scpiare. 

Columns 29 and 30 contain corrections of authorized lines of play but we thought 
the variations pointed out in the last nt)te of that Table especially remarkable, as it 
contains a fine sacrifice of the Q which in practice would be likely to succeed, since even 
the analytical demonstration of the unsoundness of this sacrifice ajipears very difficult. 

In Columns 31 and 32 of Table Vf, we endeavor to demonstrate that 7. . . .P — B3, 
and not 7. . . , P — Q3 is Black's best move. I’he former has been neglected on account 
of a fanciful sort of attack supposed to be at White’s disposal by the sacrifice of a Rook. 
We believe, however, that too much material is given up for an attack which simply rests 
on the preparatory coup de repose^ 10 Q — K2. In our opinion the defence ought to win, 
though most of the book variations end in favor of the first player. We also disagree 
with the demonstrations hitherto attempted. For the defence 9. . . .Q — B4 which was 
held to be dangerous, appears to us the best and in fact the only one, whereas 9. . . .Q — 
Q3, which was supposed to give Black the best chance of prolonging the fight, is, in our 
opinion, alti^gclhcr untenable. 

In Col. 33 the inferior defence 5. . . . P — Q3 is taken up, and from Black’s 8th move 
we investigate some new additions, comprising a feasible defence which cannot be easily 
met. 

Col. 34 is already well-known to theorists and retains the main idea of the attack 
against 5. . . . P — Q3. 

In the next two columns, the continuation of Q — K2, we again differ entirely from the 
old authorities iri the conclusions we draw from the continuations arising after 4 Q — K2, 
in reply to 3. . . .KtXP- For by the new move 5. . . .B — ^K3, which we adopt for the de- 
fence, we think we prove a clear superiority for Black, whereas we maintain that the 
authorized move 5 KB — QB4 leads only to an even game by best play on White's part. 
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1 . Col. i.-After 5 QxP, 5 P-Q4; 6 PXP e. p.. 6 KtxyP; 7 QB-KKts. 7 P-KB3; 8 QB-Kl^, 

8 Kt — B3; 9Q — Q2, White has hardly any advantage. * 

2 . Col. I. — Or 7 . . . .0 — O; 8 QB - •KB4, 8 P — Q3 (if 8. . . . P — Q4; 9 O — O — O with the superior game, 

or it 8 Kt- - K3; 9 KtxKt, 9 BPxRt; 10 a — Kt3 and we prefer white); 9 O — O — O, 9 P -(.)B3 

(or 9.... B— 02; loKKt— Kts, ioKB--Kt4; ii BxB, iiQxBch.; 12K— Ktsq., 12 BxKt; 13' 
KtXB f ); 10 K — Kt S(j. threatening PxP followed by KKt— B3 with an excellent position. 

3 . Col. I. — If 8. . . .BPxKt; 9Q — R5 ch., 9P— Kt3; 10 Q — Kt4, followed soon by P — KR4 with a 

tine attack. 

4 . Col. 1 . — Obviously Black dare not castle on account of B — R6 and if 9 .... P — K Kt3 White will ob- 

tain an excellent attack by P — KR4. 


5 . Col. 2. — 6. . . . Kt — (^)B4 is altogether out of question t>ii account of the reply B — Kt5. 


6. Col. 3. —A seductive move which wins a piece, but subjects White to an irresistible attack. 

7 . Col. 3. —No better is 9 KtXKt, 9 PxK.t; 10 Q -B4 ch., 10 K -R sq.; ii PXP (or 11 QxB, 11 B — 

Ktsch.; 12B-K2,! i2lixBch.; 13K.XB, i3Kt— B3; 14 Qxl’, 14 IS yxKt, 15 (Jxf 

ch.; 16 K 0 sq., 16 QxKtP; 17 R— K sq., 17 0 -Kt5ch.; 18 K— n2, 18 R — B7 ch. ; and 

males next move), ii B Kt5 ch. ; 12 B — K2 liest (if 12P -B3, 12 PxP wins), 12 BxB 

ch. ; 13 KxP», 13 0 — J with a winning attack. For if 14 PxKt queening, 14 0 -■Kt5 ch. and mates 
in a few iiioves; and if 14 QxB, 14 RxP ch.; 15 K — K sq. (if 15 K— f^) sjp, 15 Q— Kt5 ch., etc.), 
15 RxKtPdis. ch.; 16 K -0 sq., 16 Q — ^Kt5 ch. and mates next move. 

8 . Col. 3. 10 KtxKt leads to the same position as in the previous note, and if 10 Kt — B7 ch. the game 

might proceed 10 RxKt; ii OXR, n KtXPch.; I2 K~K2, 12 KtXR; 13 PXP, 13 0 

14 PxKt queening (if 14 OXQi 14 KtXO and should win), 14 1$ Q -KB4 (obviously 

lx5st as Black threatens the fatal Q — B5 ch.); 15 B — Qi; 16 B— (^>2, 16 Q - R4 ch. ; 17 - B3, 

17 R— K sq. ch.; 18 K -Q sq., 18 Kt — Jj7 ch. ; 19 K — B sfj., 19 BxB ch.; 20 Kxil» 20 (} — Kt4 
ch. ; and mates next move. 


9 . C'ol. 4.— There are other defences which, however, do not improve Black*.s position. If, for instance, 
8....(jKt -B3; 9(,)Kt 113, qKtxKt; io<,>XKt, 10Q--B4; iif,)— K4,ii P -Q3; 12 KB QKts, 
12 () KI3 (or 12 .... P — KB 4; 13 Q R4ch., 13 B -K2; 14(,)B KKt5 and wins. Or if 12 

Kt — t^Bl3; 13 B— K3, I3l,) —Kt5; i4BxKt, and wins; for, if 14 PXB; 15 B -Kt5 ch. and 

mates next move, and if 14., f,>XQ; 15 BxQ having won apiece); 13 B — K3, 13 (,)--R4 (if 13 
. . . . P (>114; 14 P -QKt4 with an irresistible attack); 14 (^IR — i} sq., 14 P -■KB3 (or 14. . . . P • 
QB3; i5yxKt,i5 PXB; 16B Kt6cli., 16QXB; 17 g— K8 cii., 17 K B2; 18 Kt-Q5 ch., 
.ind wins); 15 P -KB4, 15 KKt -Q2 (if 16.... P -OIJ3; 17 i*XKt, 17 PxB; 18 PxBP, 18 PxP; 
19 B- (,>4 and wins); 16 P - (^)Kt4, 16 Q — R6; 17 (^)B — f^)B sq. and wins. 

10 . Col. 4. -Clearly if ii . . . .QxKt ch.; White simply takes, and the Kt dare not retake on account of 

the impending mate by K-»K8 ch. 

11 . Col. 4. Continued: 14....P— QR3; 15 B — (>3, 15 Kt Kt5; 16 Kt -Kt^, 16 Q B4 ch. (or 16 

. . . .(,) -Kt5; 17 B - 135 +); 17 B-K3, 17 Q— t,>R4; iS P -B5, 18 B ^2 (if 18. . . . B 04; 19 B 
---Kt5 ch. -f); 19 Kt -Kt5, 19 B -Ksq. ; 20 B — fj4f. 


12 . Col. 5.--Tf 6. . . .P -giU; 7 R -K sq., 7 gKt— B3; 8 KtXP, 8 KKtxKP; q KtxKt, 9 gPxKt; 

10 P - KB4, 10 Kt Kt3; II 13 -^3, ii B— K3; 12 P— 115^ . 

13 . Col. 5. —Continued; 14.... Kt Ktj; 15 QXQ, 15 KtXQ; 16 RxKt, 16 R OScli.; 17 K— 132 , 17 

B— KtS (or 17. . . .K B sq.; 18 R -K sq. + ); 18 Kt -B3, 18 R— R8; 19 P gKt3-|-. 


14 . Col. 6. — Black has to guard against the loss of a P thrcatencil by PxPi and if 8 P — B5; 9 y - 

K2 (threatening BxF) 9. . . .Q --K2; 10 K— K sq.-f . And if 8 PXF; 9 QXP» 9 KKt— B3 (or 

9 P— QR3; logxgP-f); loR K sq. ch., 10 B — K2; II Kt -B3, iiP— fj)R3; 12 B— R4, 12 

P — QKt4; 13 B— Kt3, 13 Kt — Kt3, 14 B— Kt5+, for if 15. . . .O — O; 16 RxB and wins, or if 15 
Q- -g 3 ; i6RxBch., 16 KxR; *7 QXQKt and wins. 

15 . Col. 6. — Obviously if 11 B -K2; 12 PxP» !ind Black’s gP will also be weak. 

16 . Col. 6.— Continued: 13 P— R3 (or 13 P— B5; 14 R -Ks-f, or if 13 PXP; 14 gxP, 14 

P— R3; IS RxB, 15 gxR;l— if 13 KxR: 16 KtxP ch., 16K— Bsq. ; 17 g— Bs ch., 17 K-’ 

Ktsq.; 18 BxKt and wins— 16 KtXP* 16 g— g3; 17 BxKt ch., 17PXB; 18 R — Q sq.,thrcatcn- 
ing Kt— Kt6+); 14 BxKt, 14 BxB; 15PXP. 15 BXKt; i6PxB, 16 K— B2; 17 g— g44. 
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Column 7 . Move 14 RlixRtP. 



Column 8 . Move 14 I* — Kl 5 . 



WHITE. 


WHITE. 




PETRQFF’S DEFENCE. 


«3 

17 . Col. 7 — We prefer this to 6 P — QB4, 6 P — QB3 1 (not 6. . . .B— Kt 5 ch. ; 7 K — B sq.l and if now 7 

P— yB3 ; 8 PxPf and the Q dare not retake on account of KB— 'QB4, nor can Black resort to 

PXP on account of the reply Q — R4 ch. Likewise if Black play 7 O — O the reply 8 Q— Kt3 

wins at least a 1 *, for if then 8 PxP ; 9 QXP» wins a piece); 7 PXP (if 7 QKl — B3, 7 KtXKt ; 

8 PxKt, 8 BxKt ; 9 PxB, 9 PxP ; 10 BxBP, 10 QxQ ch.; with a good game), 7 Q— 1<4 ch.; 

8 Kt— Q2, 8 PxP ; 9 BxKt, 9 BxKt ; even game. 

18 . Col. 7---Superior in our opinion to the exchange of Pawns which releases Black's QKt for a better 
post at QB3. 

19 . Col. 7.— If he wait till White has advanced P— KB4 it will lx; worse still, for then the opponent will- 

evidently retake with the BP with the much suiierior game. And if 9 P — KB3 then 10 (^) — K5, 

loP— KR3; iiBxP, iiPxKt; layB-KKts, I2(l-Ksq.; 13 B— R7 ch., 13 K— R sq.; 14 
B — Kt 6 dis. ch. and mates next move. 

20 . Col. 7.— 10 PxP; II BxP, II QxQ; 12 1 <XQ also leaves White with much the superior 

fx^sition. 

21 . Col. 7.--Obviously if 12 PxP ; 13 B— Kt5 mid wins. 

22 . Col. 7.— Might be continued 14 RPxB ; 15 QxP ch., 15 K — R sq. ; 16 PXPi 16 RxP (or 16. . . . 

KtxP ; 17 QR K sq., 17 Q K2 ; 18 R -K3, with a winning game); 17 Q R5 ch.. 17 K— Kt2 ; 
18 QR— K sq., 18 Q K s^p ; 19 BxR ch., 19 KtXB (if 19. . . . KxB ; 20 Q— R6 ch., 20 K— B2 ; 
21 R— K3 +); 20 Q— Kt5 ch., 20 K— R sq.; 21 R— K3, with a wiiming game. 

23 . Col. 8. Continued 14 Q — <,>4 ; 15 R— 14 (it is noteworthy that White may also obtain a draw 

at least by 15 B B6, 15 Q- K5 ; if 15. . . .PXB ; 16 R-B4, i6 R— Q sq.; 17 Q— R6, 17 PxP ; 
18 R R4, 18 P- 14 ; 19 Q BO, aiul wins--i6 R B3, 16 Q -Kt3 ; 17 K— Kt3, 17 (IXQ ; 18 R 
XP ch., iS K R s(i.; 19 RxP dis. ch. .and draws at least), 15. . . .Kt— Q2 ; 16 QR— B wp, 16 P..- 
KI4!; 17 R-R4, 17 KIXP!; 18 PxKt, 18QXP; 19 Q - R7 th., 19 K— B2 : 20R— R6+. 

24 . Col. 9.- After 6 0 — 0 , 6 Kt— Q2 ; 7 P--KB4, 7 P— K 14 ; 8 Kt--Q2, 8 QKtXKKt ; 9 BPxKt, 

9 II— K2 ; 10 Q Rs ch., 10 1* KKt3 ; ii Q R3, n Q Q2 as played in a little match between 
Mackenzie and Blackburne. The ganic is t!vcn. 

25 . Col. 9.- ir6. . . .T— KI4 ; 7 BXKI, 7 BPXB; 8 Q— KtS ch. ^ . 

26 . Col. 9.— Better than 8 1 ’ KB4, 8 <^) B s<i.; 9 R -K s<i., 9 T- -KKtj with a goo.! uame. 

27 . Col. 9. The move in thutext enables IMack to castle and is necessary, for if8. . . . 0—0 ; 9KIXI', 9!* 

XKt ; lo (,>Xlii 10 R— K sq.; 11 (JXQ +. “"'1 >f8 1 ’— KB3 ; 9 Kt— Kt6 + . 

28 . Col. 9. -If io....B-KKt3; ii KtxKtP, ii Bl'xKt ; 12 BxP, 12R-B2; ijBxKch., 13 BxBf 
14O-K5, 14B— Bsq. trfl4....Kf -B3; IS(,> Kf3cli., 15K Rsq.; 16RXB, l6 KtxK; 17 
(,)-'ks ch., and wins): 15 KtxP with more than an equivalent for the adverse two minor pieces 
against tlu; R. 

29 . Col. 10. — 7 R — K S(p or Q — K2 may also lx; played with advantage. 

30 . Col. 10. -Or S. . . P- -KI4 ; 9 P -l^, 9 PxP *, 10 RXP -I- • 

31 . Col. 10. White has the majority of I'awns on the King’s side with the option ol opening the KB 
file by P— KB3 and he has also an entrance for his pieces at K5. All these advantages combined 
more than outweigh the adverse two Bishops (especially as Black’s (^)B has little scope for action) and 
therefore constitute a superiority for White. 

32 . Ci}\. II.— As the QP is the usual mark of White’s attack in this form of opening, it is belter to kirep 
Q file open in order to provide an additional defence and eventually a counter attack against the 
adverse QP which generally becomes isolatcil. 

33. Col. II. 9 P— B5 would not be gocxl, for Black replies 9 P— QKt3 and it 10 P - -QKt4? 10 P 

QR4; II PXKtP, II RPXP ; 12 PXP, 12 QXP with the superior game. 

34 . Col. 12. The same variation arises of course also by a transposition of Black’s last two moves. 

35 . Col. 12.— If 12. . . .P QKt3 the answer 13 R— K sq. is still stronger as it threatens PxP followed 
by B -K4. 

36 . Col. 36.— Or 12. . . . R-K sq.; 13 PXP, 13 QXP ; 14 QB— KI4, 14 Q— Q sq.; 15 P— QS. *5 Kt 
-R4; 16KB- QKtS +. 

87 . Col. i2.-Continued 13. . . .P-KR3 ; 14 « -Bs. 14 BxB ; 15 QxB. 15 PxP ; 16 P-<? 5 . Kt- 
R4 ; 17 P-Q6. «7 PxP ; 18 RXB +. 
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Columii 14. Move 16 Kt — K5. 

• liLACK. 



C'olumn 16. Move 1 1 . . . . Kt— B3 ! 

BLACK. 



WHITE. 


WHITE. 
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38 . Col. 13.— If 9. . . . B— QKt 5 ; 10 BxKt, 10 BxR ; 1 1 PXP + . 

39 . Col. 13. — ^This is sound enough now, for Black has no time to break up the Pawns by I* — QKt3. 
Compare next note. 

; 40 . Col. 13.— If 10. . . .P— QKt3 ; ii Q- R4, u B -Q2 ; 12 KB QKt 5, 12 QKt— QKt sq.; 13 Kt-K 

5, 13 BXB ; 14 QxB ch., 14 K— B sq.; 15 QKt— B3 +. For if 15 PxP ; 16 Q— Kt;, 16 QKt 

— Q2 ; 17 Kt— B6 and wins. 

41 . Col. 13. — If 12. . . .Kt — K stp, 13 Q — Kt3 wins a P with a safe position. 

48 . Col. 13. -Might be continued 15 Kt-Ksq.; 16 P— QR4, 16 P— B4 ; 17 P — Kt5, 17PXP; 18 

PXPf 18 Kt — Kt sq.; 19 Kt — K5 +. For after the exchange of Queens White will easily protect 
the QP by Kl — K2 if necessary, and obtain the siq^rior position by R R sq. 


43 . Col. 14. -Or 10. . . .KB-QKtS ; ii BxKt. 11 QPxB (11. . . .BPxB ; 12 KKt -KKtS, « BxKt ; 
13 KlXB, 13 Q— K2 ; 14 PXB, 14 QxKt ; 1$ Q R5 ch. -f ) ; 12 P— Qs, 12 PxKt ; 13 RxB ch., 
13K-Q2; 14QXP 4 . 

44 . Col. 14.-1(11 Q -Q2; 12 PxP, 12 BxP (if 12 QXP; 13 P B4 followed by 14 P— Q5 

wins) ; 13 Kt -K5, 13 KtxKt ; 14 RxKt and wins ; for if 14 O () ; 15 Q -K2 wins a piece, 

as Ijesides RxB, White also threatens RxQB, followed by KB— QB4 ; — or if 14. . . .B — K3 ; 15 Q — 
K2, 15 K — B2 ; 16 RxB, followed by 17 KB--QB4 wins. 

45 . Col. 14. — Continued : 16. . . .Q — K stj.; 17 QR Kt sq., 17 P - QKt3 : 18 Q R3 . 


46 . Col. 15. Ifq Kt B4; ioKB-QKt5, 10 O O; 11 BxKt, ii PxB; i2Kt-K5, 12 B -Q2 ; 

13 Kt — R4 4 . 

47 . Col. 15. — The l)est answer to ii Kt B4 is 12 RxB. 

48 . Col. 16. — It is we Ixjlieve quite safe for White here to confine the adverse pieces by 10 P B5, fol- 
loweil immediately by P -QKt4. 

49 . Col. lO. -'Phe above moves occurred in the well known correspondence game between Paris and St. 
Petersburg. But at the present point the game proceeded ; 1 1 . . . .P -B3; 12 BxKt (of course if 

12 QXR the reply 12 Q — B2 confines White’s Q which must be ultimately lost for two Rooks in 

a position favorable for Black), 12 PxB; 13 Kt— Kt5, 13 QB— KB4; 14 QKt — B3+. 

50 . Col. 16. Or 12 QxKt, 12 PxB; 13 Q-Kt5, 13 P -Q7; 14 QKtXP, 14 *< Kt wp; 15 Q-Q3, 15 
KtxKt; 16 KtxKt, 16 B— Q4 with a .strong attack. 

51 . Col. 16. Continued: 15 Q -R6, 15 Kt— KI5; 16Q— R4, 16 P — B3; 17 J* -QR3 (if 17 KtXB, 17 
PXKt; 18 Kt K6, 18 Q -K s(i. 4 ), 17. • . .Kt -Q6; 18 KtXB, 18 PxKt; 19Q B6 (if 19 Kt-K6, 

19 BxPeh.; 20 KxB!, 20 Q— <^>3 ch. 4 -), 19 BxP ch; 20 KxB, 20 KtXB; 21 Q— K6 ch„ 

21 K’Rsq. + . 


52 . Col. 17.— If 7 P— QB4,? 7 PXQP; 8 0—0 (or 8 PxP, 8 B— KtS ch; 9 K - B sq., 9 QxP4), 8. . . . 
KKt — B3; 9 KtXP, 9 PxP; to BxP, 10 B — K2 even game. 

53 . Col. 17.-7....P-B5?; 8BxKt, 8PXB; 9R— Ksq., 9 P -B4; 10 Kt-Ks, 10 B— K3; 11 (J— 
R5 ch., II P KKt3; 12 KtxP, 12 B— B2; 13 QxBP, 13 BxKt; 14Q - K5 ch.,+. 

54 . Col. 17. — The piece is lost anyhow for if 10. . . .K — K2; ii RXKt and wins. 


55 . Col. 18. — The same line of play as here proposed may also be adopted for 6 KKt B3. 

56 . Col. 18.— 7. . . .B — Kt5 is of no use on account of 8 Q — K sq. ch. followed by Kt— K5. And if 
7. . . .B— B4; 8 BXB, 8 KtXB; 9 Q— K2 ch., 9 B— K2; 10 Q— KtS ch. + . 
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('olumii 19. Move 14 Q — (^5 ch. 
iii.ArK. 



Column 21. Move 10 Q — Q2. 

BLACK, 



WHITE. 


WHITE. 
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67. Col. 19. — Quite as good atlcast is 7 QKt — B3, with the probable continuation: 7. . . .QPxKt; 8 Kt— 
Q 5 , 8 Q-Q 3 ; 9 rxP, 9 l'Xr; 10QB-KB4, 10P-B3; xi 0 - 0-0 (ii Kt-B3 or Kt—K3 also gives 

White the advantage), II PxKt; 12RXP, 12 Q— KKt3; i3RxPch., 13K— Qsq.; 14 R— Q5. 

eh, 14 B-Q2; 15 Q-K5, IS Q— QKt3; i6KB-QKt5, 16 K-B sq. (if 16. . . .Kt— B3; 17 Q- 
K6, etc.), 17 KR — Q sq. and wins. 

68 . Col. 19.— 8 QPxKt; 9 Kt— Q5, 9Q— Q3; 10 PxP, 10 PxP; n PXPf n Q— B3(or ii 

Kt>^P?; 11 Qli— KB4+orii....QxP; 12 KtxP ch.+); 12 KB— QKts+. 

69. Col. 19. -We consider this better than 9 BPXP» 9 PXP which in some contingencies gives Black 
more freodom for bis KB. 

60. Col. 19. -luiually good is 10 KtxQ, 10 KtXQ; n Kt— Qs, ii K— () stp; 12 B— Q3, 12 P— B3; i;^ 
BxKt, 13 PxKt; 14 BxQPf *4 PxQP; 15 B — Q2 followed by O — 0—0 which will soon win a P 
with a fine position. 

61. Col. 19. — If 10 K— Q sq.; 11 KtXKt, ii PxKt;i2BPxPf 12 BPxP(or 12 QPxP; 13 PXP, 

13 PXP; ifi3....QxP; 14QXQ, 14PXQ; IS 15 — Kts eh., 15 B-K2; 16 0-0-0 eh. and 
wins -14B --Q2. + ); 13 0 — 0 , 13 B— Kt2; 14 P— KR4, 14P— KR3; 15 Q— Kt6+. 

62. Col. .19- This check is of importance liefore taking the R, and its object is to drive the adverse 
K Kt2 where he blocks his own R which otherwise would help to obtain a strong counter attack. 

If, for instance, 14 QxR at once, then 14 QB — Kt2; 15 QXP| iSPxQPdis. ch. ; 16K— B2, 

16 Q - K5; 17 KR - Kt sq., 17 KR — Kt sq. ; etc. Whereas, after the move we propose, Blacks best 

answer is clearly 14 K — Kt2; whereupon 15 QxR is quite safe, for if 15 B Kt2; 16 Q 

XP, 16 PxQP ch.; 17 K— B2, 17 Q— K5; 18 KR— Ktsq., i8QxQBPch.; 19 K— K sq, 19 (J 
— K5 ch. ; 20 K -Q sq. + . 


63. C'ol. 20. — This move in conjunction with Blacks next fully equalizes the game. 


64. Col. 21. — We consider this better than 8 P — QB4, hi which Black’s best reply is 8. . . .P — Q3. 


65. Col. 22. — Keeping the centre compact, whereas 7 P — B4 would loosen it in a manner that might cause 
trouble in the ending. 

66 . Col. 23. — White cannot get out of his weak centre P, and the two Bishops will also give Black the 
superior game after he develops his pieces. 


67. Col. 24. — After 5 QXP ch. ; 6 B— K3 !, 6 Kt — Kt5 ; 7Q — Q2, 7 KtX B ; 8 PxKt White has the better 

game, for Black cannot now play for stopping the centre P ns in the previous column. If, for in- 

stance, 8 P— KB4; 9 Kt— B3, 9 Q— K2; 10 Kt -Q5, 10 Q -Q sq.; ii P K4, ii PxP; 12 

Q— K3, 12 B — B4; 13 Kt — B2 with the better game, for if 13 P — B3; 14 KtXP, 14 PxKt; 15 

KtxQP double ch., 15 K— Q 2 ; 16 KtxB, 16 B— Kts ch; 17 K— Q sq., 17 R— K sq.; 18 B— 
KtS ch.+. 
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Column 26 . Movi? 7 . . . .K K .5 Coluiim 30 . Move 15 . . . .T --KH 4 . 
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WHITK. 
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68 . Col. 25. —We prefer this to 6 Q — K sq. ch; recommended liy some authorities, for after 7 K — B sq, 

7 B — Q3; 8 P- -Q4, followed by B --Kt 3 and P — QB4, Black will have difficulty to get his K into 
safety, and his Q is also not well placed. 

69 . Col. 25. — White’s surplus of three Pawns is divided on the two wings, and his hve Pawns to three on 
the Queen’s side arc weakened by the double Pawn. 


70 . Col. 26.--Or 8 Q— K2, 8 K— B3; 9 P— Q3, 9 Kt— B4; 10 Q-B3 ch., 10 K— K3+. 

71 . Col . 27 . — Black evidently cannot venture on 8 KtX P ; on account of 9 Q — R5 ch. , followed accord- 
ingly by Q — Q5 ch. or R — K sq. 

78 . Col. 27. ■ Stronger than the authorized QKt — B3. White’s aim is either to drive the adverse King 
back to the last row Ixrfore Black’s KR can get into play, or else to get a third P, which, considering 
that Wliite has all his Pawns on the lx)ard, must become very formidable in the end. 

73 . Col. 27. —If 10. . . .K — B sq. ; n Kt — Q2, followed by P — KB4 with a strong attack. 

74 . Col. 27. — Continu.ition : 13 R — Ksq. (or 13 P— B3; 14 P- -KB4, 14 Kt— K3; 15 P — B5, 15 

Kt — B2; 16 Kt — K4 with an excellent attack); 14P— B4, 14 Kt -K3; 15 P - B5, 15 Kt— B sq. (if 
15. . . .Kt — Kt4 ; 16 P — KR4 and wins); 16 Kt — K4, 16 K — Kt sq.; 17 P — B6, 17 Pxl*; 18 PxP 
and wins. 

75 . Col. 28. — 'Pile same position may arise by a transposition of moves in the KB opening after i P -K4, 

I P- K4; 2 B— B4, 2 KKi— B3; 3 KKt— B3. 

76 . Col. 28. — The only move to maintain the P gained, and though White obtains apparently a strong 
attack Black by lx:st defence ought to be able to get out with advantage in position and material. 

77 . C’ol. 28.-6 KtXP would lx; bad on account of the rejoinder 6 Q -K2. But of course if Black 

reply 6. . . . PxKt at once Wliitc wmild win by 7 Q — R5 ch. 

78 . Col. 28. -Better than 6 P— Q3; 7 Kt— R4, 7 Q -K2; 8 Q — R5 ch., 8 K-Q sq.; 9 P — li4, 9 

Kt -B3; 10 B — K3 with a strong attack. 

79 . Col. 28. — If 9 Kt — Kt6, 9 Q — K sq. ; 10 B — Q3, 10 B — K2 and wins. 


80 . Col. 29. — Clearly necessary as White threatens RxP. 

81 . Col. 29. — By this move Black avoids all the complications suggested in our next column and prepares 
for the strong advance of P--Q4 which will give him the superior position as White’s KB will be 
reduced to inactivity. 


88 . Col. 30. — Continued: 16 P --K5; 17 Kt — Kt5, 17 Q — BQ4; 18 R— Q4 followeil by KtXKP. It 

is however noteworthy that White instead of retreating the Q given in our main column might at- 
tempt to sacrifice her and we bch'eve there is only one line of play to save Black’s game, e, 16 

PxP. 16 PxQ; 17 PxP dis. ch., and now it 17 Q— K3; 18 P— Q 7 ch., 18 K — B2; 19 Kt — 

KtS ch. and wins. Or if 17. . . .Kt--K3, 18 Kt— K5, 18 BxP; ! 19 KtXQ, 19 B— B4 ch; 20 K- 

R sq., 2oKxKt; 21 R-Q7 ch. and wins. But after 17 B— K2; 18 BxB (or 18 PxB, 18 

Kt-rQ4; etc.), 18 Kt— K3; 19 Kt— Kts, 19 Q— B4; 2oKtxKt, 20K— Q2; Black ought to win. 
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Q--K2 


84 


P -iM 
Q-R5 ch. 


i> -y4 
j*KtXP_ 

■IIB-K3 

i oli‘-Kt 6 
1“K 


33 


34 


J’-Q3 

KtxP 


5 

Oq— K 2 88 

i|BxP ch. 

*K Qsq. 

0 0 

Kt— g2 89 
KtxKt 
QXB 90 
Kt-Ks 


35 

i Q-K2 

4 p-Q 4 

rKtxP 

Or—: 


36 


96 


8 
9 

■lOg^jj^ 

.l^ R-Ksq. 
Hr K 3 

4 “ ^^3 


8 yxKt 

gR^-Ksf|. 


KR6 


B-K3! 

B-Kt3 


97 


KB-yiH? 
P-Q3 


Q-K4 
,Q -Kts ch. 
P-gB 3 
QxKtP 
gxKtP 
R B sq. 


98 


6kB-( 

fipxB 

n ^XKt _ 
• 0-0 

Og “k2 ‘ 
nP 94! 100 


91 


92 


^^R- K8ch. 

l«K-g 2 

..Q-Kt4ch. 

AIK-B3 


. .QXKBP ch. 

IUk gsq. 

.B B4 


KB -g 14+98 


BXP 

,QXB 


KI-B3 

g-K3- 


g2 

R— Ksq. 86 


. I ch. D 

“y -Kt3 93I0KXU 


14 


p.-.Kt3 

KtxKtP 


PXKt 
j t-gx R ch. 

l&K 


■13pxKt 

U QXB ch. 
K--B2 

Q K8 


,„Kt-Kts 
*«B-Kt sq. 


14 


g- --K4sq.+ 


16 


R-K MI.+ D 


85 


15 Q-g 3 

i nQ — ®7 cIk 

iOgg 2 + 87 


. 4 oQ--^ 4 c 1 i. 
1«K B4 

I |B— K3 ch. 

i 4 K_k 4 

^pP— R4 ch.+ 

10 95 


Column 31, Move 16 R — Ksq. 
in.ACK. 


Column 34. Move 12 B -(^5 cfr. 


KLACK. 




WHITE. 


WHITE. 
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83. Col. 31. — The attack is not lasting enough for such a heavy sacrifice. 

84. Col. 31. -Much stronger than 12 BxB, 12 P--Q4; 13 KtxP, 13 B - K3; 14 Kt— Kt6, 14 PxKt; 15 
QXB. IS QxB; etc. 

86 . Col. 31. — If 16. . . .BxB; 17Q— K8ch., 17 K — Q3; 18 Q— K5 ch., aiul wins the<>, forif 18.... 
K -Q2; 19 Q-- -K6 ch., and mates next move. 


86 . Col. 32.- Obviously White’s Ixjst chance of continuing the attack. If 13 KtxK, 13 QxP» and wins. 

87. Col. 32.— Continued : 17 B— B4 ch., 17 K Kt3; 18 B— K3 ch., 18 B — B4 .and wins. 


88 . C^)l. 33. -Obviously Jllack dare not c.apture the Kt <in account of 7 BxP ch., 7K — K2; SB--Kt5ch. 

89. (^d. 33. - A new .and feasible defence, but Black’s game is already too much compromised. 

90. Col. 33.— Or 9. . . .BxKt; 10 Q—R5, 10 P— KR3; ii B-Q2. 

91. Col. 33. — If 10 Q— K3 or K s<i., White .answers with still greater force 1 1 R— K s(|.,aiid obviously 

if 10 Q--K2 or — B3 then ii B •-Kt5 and wins. ' 

92. Col. 33. — If II B — K2; 12 P KKt4, *2 Q B sc[. (or 13 Q — K3?; 14 Kt— B6 ch., or if 13 

....Q--B 3 ?;i 4 B Kt5+);i3Q (,>5 + . 

93. Col. 33. — Obviously White threatens to win at onc*c by Kt — (^>4. 


94. ('ol. 34. Or 9....B-Kt5; 10 RxQ» 10 BxQ; n B — Kt5 ch., 11 K— Bs<|.; 12 RxB and Black 
dare not c.apfure the R on account of the impending mate by R— y8 {Goss/J^'s Manual), 

95. C^d. 34. — White mates in two moves. This variation is given by .Staunton. 


96. Col. 35 -- If 4 KtxP, 4 P-y 4 ; 5 B-Kt3, 5 6 0-0, 6 gxKt; 7 R-K sq., 7 KB-QB4; 

8 g - K2, 8 gu— KKt5, 9 gxB, 9 BxP ch.; 10 K— B sip, 10 BxR; n g— B8 ch., ii K— K2; 12 
gxR, l2Kt— Kt6ch.; 13 PxKt, 13 {German //amldMc/t), 

97. Col. 35. Or 6 P— g3, 6 KtxP; 7 Kt 5 ch.?, 7 P— B3; 8 KxKt, 8 g— Kt3 ch.+. 

98. Col. 35. — Black threatens R — KB sq., followed by RxP with an irresistible attack. 


99. Col. 36.— If 6. . . .BxP ch.; 7 K— B sq.!, 7 B— Kt3; 8 B— Kt3., 8g— K2; 9 BxP, 9 QXKt; 10 
QxKt.- 

100. Col. 36.— If 9P— KB4, 9Kt— B3; 10 g— K4, 10 R— K sq.; ii K— g sep, ii KtxKt (Stronger 
than II Q — RS to which White may well reply 12 P — gB3, — not 12 gKt — g2 on account of 
12. . . .B— Kt5ch.; 13 gKt-B3, 13 g— B7 etc. -and after 12. . . .B-KtS ch.; 13 K-B2, 13 Q-B7 
ch. ; 14 Kt— g2, Black threatens KtXKt and retains his P with a good game); 12 PxKt, 12 QxP; 
13 gxQ (best for Black threatens g — R4 ch.); 14 B— Kt5 ch.4-. 



PKTROFF’S DEFENCE. 


Gani6 1. 

, Du/resne* 

POTTER 

MASON. 

i P-K 4 

ip-K4 

„KKt- 13.5 

“KKt'^3' 

„KtxP 

Op -(,>3 
.KKt— KB3 

^kIxF 

rV (.>4 

Op~04 

b B -<j 3 
®B--y 3 

7O-O 

' 0-0 

oL-?+ _ 

Op.-~gMj i 
pV..."? 

OKt H3 

in!LJi‘s 

iUp KR3 a 

1f» •^3 

llpxP 

. oKlixBP 
1 kkfs 

i -<.>g 

AO(jki 02 3 

, /.)nxKP 4 

l^BXKt 6 

4 pRlX 

lOpxiT 

,oQ-Kt6dK 
lwk"-Ksq. 
4,yQXKPch. 
A/r -ktsq. 
QR-Ksq. 6 

lOyKt Kt3 

loyKt (,)4 7 

aUit .Be 

R--K3! 08 
flllixR 9 



660 - Ra 


6a-R4 
^6 B7ch. 
lk.-- K s.i. 
|RXRt & wills 

I io 


Game 2. 

Staunton anti Jfor- 
ntaM, 

M.\CKENZIE 

IIAM.MOND. 


PXP 

11 

PXP 

Kt-B 3 


KtxKt 

PxKt 

B-KKte 

Ti 

QK - Ktsq. 

g B2 

13 

p ..KR3 

14 


H BXP ch.! 

Kxir 

I pKt -Kt 5 ch. 
10K~kt3 
Pl-Rl^ 
10 b_B5 

..^RxP! me 
I'gxR 

4n«XB 

10 k_:ks(i. 

in 9 Q 3 e-b. 

A^R~B3 

qq R- K. sq. 

Kt3 17 
p j Kt — R 7 ch. 

“MVxRt 

00 P — Kt5 male 


Game 3. 


SCHIFFFIRS 

AND 

TSCHIOORIN. 

ALAPIN 

AND 

PETROFFSKY. 


ByKt -B3 
p O-o 

* B -K2 
q P B 4 
OyB— KKts 
«K-K s,|._ 
"KKt-Bi 

lORtxP 

iiKt B3 

llo'b 

ioB K 4 
1 “KIT Kt5 18 
, -KtxKt 

Iobxk 

./.)XB 

Hp-_kB4 1 ) 
. -1?— Kts 19 

1!)(^-V3 80 

.. Kt-Kych. 
IDRtxKt 
BxKt_ 
l/y— q) 2 ai 

iqBXB 

lOPXB 

iq?^h£ 5 _ 

lOoxP 

“OrxB 
91Q-B3 

“lp‘B 4 
.„Kt— K3 
22 — 


fl»Pxg 
K-^ 
oOp— QK 4 
P-<5Kt3 

27^ 


P-B3^_ 
ttp—Bs 
b R <jBs q. 

“ and wins 


Game 4. 

Lmveutha l-Merhhy 
Game*. 

MORPHY 

IJCHTENHEIN 


aKt-B3 

^P-y 4 8 

rBxP 
^KKt KB3 


pB-Kt 3 

”B-03 

7P-I 

'0- O 


* 0-0 83 

qP -KR3 24 
Op-KR3 25 

«Kt--B3 
in 9--93 26 

lUQKt-gR"4 27 
. .P— KKt4 

llktxB 

apRPXKt 

1«B --02 " 28 
-nKR -KKl sq. 
I«kt--k2' 29 
I j Kt K4 

14 k-rS|T 

AOp KR4 30 
aqKt -R4 

A Op Kkt3 

4 7QrP 

A/B-B3 
. jjP- KB 4 31 

lOpxP 

.p B-Q4ch . 
IwK Klsq! 
pqKj B 5 _J!? 
flOk-k SM. 
p jKl— R6 ch. 
olK—lUq. 
00 O 


SOXB 

ft-~Q7 1^35 
Bg-^Kt2 36 
^Q -B 4 
rR-lK2 
a^xR 

BrxR 

qR — K sq. ch. 
Band wins. 37 
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Potter V. Mason. 

1 . Game 1. 8. . . .B— K3 is the usual move here. See coniinuution in Col. 16. 

а. Game i. - We prefer 10. . . .PxP; for after 11 BxP ch., 11 K— R s^j. Black would have the Ixist 
of the jrame as he threatens P KKtj and will be able to defend the QBP which ought 1«) give him 
the suiX-Tiority in the end while White's King’s side attack presents no danger if well taken care of. 

3 . (iame i. — An error of which the opponent takes advantage in a very ingenious inanner. 

4 . Game l. — Sound and brilliant. 

б. Game 1. — It was not wise to effect this exchange for in certain eventualities lie had the t)ros] 3 uiCt of 

bringing this B to KB4 or Kt3 via K4, and at any rate, the retention of this B would have made 

White’s attack more <liflficiilt. 

6. Game i.— An important move for the attack and one of great depth and insight into the game. 

7 . Game i. — White’s fine 18th move had provided against any attempt at releasing himself by 19. . . .R 
— K Sf}., at this juncture, for then would follow 20 RxR ch., 20 KtXR; 21 B -R; ch., 2f K R 
sq.; 22 B -Kt dis. ch. .and makes in two more moves. 

8. Game i. An exceedingly lieautiful coup which wins by force. 

9 . Game i. It was irrelevant what he did for he could not have saved the game. If for instance 20 

. . . .KtxR; 21 PxKt, 21 BxKP ch.; 22 K— R sq., 22 BxKt; 23 (^>XB ch., 23 K -R sep; 24 Rx 

Kt and wins. (If course, if 20. . . . BxKt: 21 R — Kt3 and wins. 

10. Game I. — For if after 24 Q— K8 ch. ; 25 R— B sq., 25 QxP ch.; 26 K R sq. Black must give 

up the Q for Kt and his game is then hopeless. 


Mackenzie v. Hammond. 

11 . Game 2. — This early exchange of Pawns has the disadvantage that it gives Black an open (^)B file 

and allows lys QKt to occupy a better post at QB3 than he could otherwise obtain. White’s f)BP 
is also weaker than Bhick’s QP. 

18 . Game 2. — yKt--B3 was preferable. 

13 . (lame 2. — An error that exposes him to the loss of a P and to an irre.sistible attack. 

14 . Game 2,— Move 13 BxP ch. at once was much stronger and would have won a P, for if 13. . . .KxB; 
14 Kt KKt5 ch.y 14 K--Kt3; 15 QxB, 15 BxP ch. ? ; 16 K— Rsep, 16 P— KB4; 17 (J— R3, 17 
Kt -Q2; 18 (JxB, 18 R — R sq.; 19 Kt—R3 and wins. 

16 . Game 2. - Of course Black tmght to have retreated his B -(^>2. 

16 . Game 2. — Excellent play. White holds his grip on Black’s po.sitioii with firm hand. 

17 . Game 2. - Overlooking the very neat finish but his game w.as gone. 


Schiffers and Tschigorin v. Alapin and Petroffsky. 

18 . Game 3. -The Wliitc allies rely too much 011 the apparent strength of their 14th move but as will be 
seen, their calculations are overreached by a further deep combination of their opponents. 

19 . Game3.--The only correct move. If 15 B— B2, 15 BxKt; 16 PxP, 16 KtxP; 17Q— » *7 
KtXB and wins (Dufresne''. 

80 . Game 3. — 15 Q — Q2; 16B— B2, 16 BxKt; 17 I’XB* 17 KtxP; 18 y sep, ami Black dare 

not capture either Kt or B. (Dufresne). 

81 . Game 3. - Of course if QXB the reply B— (J5 wins. 'I’lie rest is easy. 

(CoHthmed on pagti ijjJ 
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GAME No. I. 

Move 21. I<— K3. 

IILACK- -MASON. 



WIIITK— I'OTTKR. 


GAME No. 2. 

Move 17. RxP. 

HLACK - IIAMMOXI). 



WniTK - MACKKXZIK. 


GAME No. 3. 

Move 14.... 1* KI14. 

m.ACK -ALAIMN AM) I'KTROFKSKY. 


GAME No. 4. 

Move 26. R - O7. 
RLACK I.ICHTKXHKIN. 




WHITE — ^SCIIIKFKRS ANI> TSCIIICORIX. 


WHITE -MORPH V. 
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fCoittinued from page / jj) 

Morphy v. Lichtenhein. 

92. Game 4.— A favorite couiitersacrifice and invention of Mr. Lichtenhein, but certainly inferior to Kt 
XKt. 

93. (Jame 4. — Not j'otxl on general principles. 

24. Game 4. — Quite justifiable, as White is not in need of castling on the King’s side ami may safely 
preiJare an attack on that wing. 

95. Game 4. — This is c|uilc as coinjiromising as unnecessary. Tin's very F furnishesamark Ibr (lie hostile 
attack. 

96. Game 4.— WeotMisidcr 10 F — KKt4 at once stronger. A likely coniinuation was: 10. ...Kt--R2 

(if 10 KI--QR4; ii F- Kt5, ii FxF; 12 KtxF with a .strong attack); 11 F--Kt5, “ ^*XF (thi.s 

IS best now, for White would otherwise advance P-Kt6); I2 KK- Kt sq., 12 F1-K2; 13 Kt — Q5 
with an excellent game. 

27. (kune 4. -Well played. After getting rid ol the adverse Kll, he can guanl liimself against the break- 
ing in of the adversary on the King’s side. 

28. (iamc 4. — It would have been better to retreat Kt --R2 at once. 

29. (kune 4. —The delay in advancing 1*- Kt5 was unneces.sary and even disadvantageous, for he will 
have forced an opening on the KKt iile which would have been siiri‘ lo Ihj more useful for the attack 
•than the iilan adopted amm. 

30. Game 4. It should be noticetl that unless Black hail jireviously exchanged the adverse KI» or moved 
his King, White coulil now proceed with F— Kt6 eflcctively. 

31. (kaine 4. ■ The sacrifice of the F is hazanlous and in fact unsound; but it was very ilifiicult for the 
opponent to steer clear of all ilifficulties afterward. 

32. Game 4.— Continued with ingenio\is energy and spirit, f Miviously if Black take tin* Kt the reply 
Kt--H6 ch. or F -Kt6 win.s. 

33. Game 4. - An error of judgment which drifts him into further diilicul ties. The right move which 
would have won was 22. . . .KiXF, for if 23 RxKt, 23 (>XR; etc., or if 23 H- Bfi, 23 RxKt and 
wins. 

34. Game 4. —(Overlooking the adversary’s Ix^autiful scheme and its disastrous result for his game. Ii 
— 114 would have left him with a safe game and a J* ahead. 

35. ( lame 4. —Very finely played and absolutely decisive. 

36. Game 4.— After 26. . . .KtxF; 27 RxKt, 27 (,) — B3; 28 (j)XF, 28 P—156; the continuation of 29 R 
XP would lead to a draw as shown by Ixiwenthal. Hut White can win by force by 29 R - H5, for if 
29. ...R- K8ch.;3oK-(,)2, 3 o()xK!; 3I(,)X(>,31^’XQ; 32 RXP ch, 32 K-K sep; 33 KxR 
and wins. 


37. Game 4. — White’s termiiiatiiig moves are markeii by masterly vigor and accuracy. 
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.r_:^K4 
Ip ^4 


nKKt-^B3 
^KKt— 'B3 


Game 5. 


Game 6. 


Game 7. Game 8 . 


JUDD, 

SELLMANN & 
warf:. 

DEr.MAR, 
MOEHLK & 
GRUNDY. 

nKtxP 

0p_g3 
^ KKt— KB3 

5 

6 


*KtxP 
rP-g4 


7 O O 
*B -K 2 
n? B4 39 
“PXP 
hBxp 


0—0 
,Kt - B3 


IOqB KKts40 
,,»-K3 


12 


C,)Kt 113 
»B-K2 
P-KRj 41 

IqQR -B_sq^ 

*op giia 42 

U P QR 3 w 

H Q3 

!> • ■ 
K2 

4fiP -KR3 
*OgB -KB4 
.-P KKt4 44 

*'Kt-K5 j 

IjjKtxKt i 

lOHxKt 
ioKt— g4 

onLJif 

oUg RS 46 
K - R2 

gR-gsq. 

B B2 


Laipziger Sehach* 
zeituHg, 1 S 60 , 

ANDERSSEN 

KOLISCH. 


IjmoenthaL 

MORPHY 

(playing 8 games 
stmultannonsly 

l>lind{ald) AMATEUR 
KIESRRITZKY. 




Kt— KB3 


*gxP ch. 

rB-K2 


62 


POTIER. 

ja B — B^ 

®KtxP 

i QKt- B3 
*KKt -B3 64 
rKtxP 


KtxP 


^KtxP? 
.QJC2 
’g-Ka 
rgxKt 



®B-gB 4 

^Pxy4 

''l’-03 


B - 03 

n«-« _ 

«B-Kt3 

_ «P--04 



O- O 

P-.Q4 


Kt3 

0^114 

‘’p-iii 

QKtrB3 

"g-ka 

in’* 

i«P--KR3 
..B R4 
lip~KK4 
19'b’^*3 _J® 

lfif>_<J4 

13."* 


B— K2 
p-g4 


65 


KB3 
P -KB4 


P-B3 

0-0 


"gKi-ga 

®kt ku 
g-B3 


^Kt- ga 

gKt-gB3 


'BPXKt 
gKt-gs 


Kt- - B 3 

inV— W3 . a KtxKt c li. 

1«P-KR4? 6 e*“>*XKt 
nP-BS 4 <B Ktsch. 

llg_..i<^ 111 


g- B2 

B-KB 4 


B — (^>3 
gR— K sq. 


12 


gKt— g2 
PXP 


Game 6— Cont’d. 
»nK-Kt3 


l^kKtxP 

.rgKtxKKt 
‘^I’x’kt 
-»I*-JvB4 _ 

10|.xi* 

i n^^X Kt 6 4 
I'PXP* 


^14! 


P - H3 
BxP ch. 

PXB 

QXBP ch. 
K-B2 

yxR 70 


BxKt B6ch.66 


BXB 


30gxP 

«lB B6 


21 


««g)- K2 
.„B^PB4 _ 
««Kt kt3 
A 5^- K sq. 


hqB R7ch.48 
6 «KxB 
Q q Q ch. 

kt sq. “ 
RXB 


K -Kt2 

A 

loR— KRsq. 

onL KJL5_ 

flWB-K3 

„/,)XKtPch. 


Game 6— Confd. 

on Qx^ 

6«RxP 

q.B^^ch. « 

wwBxB " 
qiQ XB ch. 
ulK—g sq.. 
,g— Kt8 chi 


12 

I qgi^— IV » 

B sq. 

Kt3 



l‘'K Ktsq. ^‘'PXVPiBs.ch. 
ipBxB 

^®PXf,) “^^R Klsq. 

a„Bxg 4 ItKR Kktsq. 

l/PXKi " Ks 

iqBPXP 5nP KKt3 

lOpv'Pth- 10 


K5 67 * ‘^JB gKt2 
-Kt6ch. JgVXP 


JPXP ch. 
,K Rsq. 


gX(,)BP ch. 

K B s(i. 72 


K Bsq, 
,g_K5 

g— B2 

,0-K3 66 


32^2 

B7ch.6a 


20 


^K- 

.R- 


_^_5 B3 


25 


B 


:S 


46 




27 

28 


'P-KK4 47 

^RPXP 

PXP 

PXP 

>g-B6 


34kr -K sq. 

■„/,)R KKtsq.fiOg-g3 

3bo=k^ OiB~-KB4 

■ „„B-B6 49 ^^QR -gB sq. 

0 0(^ -g3 ch. 60 0 r pR- RB sq. 
,, K-Kt2 flpR— 

O/Kt g4 
g - Ry ch. D 


g^g-K8cB. 


K— B4 

35^“^ 


.R 


KR5 
QB sq.ch. i 


B2 

Q-KKt3 67 


37 


ooV " *'“’R — B5 D68f 

OOKxg rBiop^ ^t— B7ch.B 9( 
■R - R sq. ch. « I R— K sq. 60 , 
'and matvsnext an Q i 

move. ““kxKt 


23 

24 

,P-g^t4ch, 25 

KXP 

|jR-gKtsq. ch. 

Sk— R6 

J White mates in 
8 moves. 63 


?C5: 

iOg-gs ch. 

»flK-B2 

k,)Kt- g2 
B- Ks 

“Ug-B6ch. 

„.K— K sq. 

■K- Bsq. 

“^B Kt2D7a 

jR— By ch. 

oo^XP 

'K— Kt SCI. 

^6 r._K sn. ch. 

,KtxP D68„rtK-g2 

4>XKt 

flOR— Kych. 

BXP 

a.K-gsq. 

iKt-Kt3 eafl^R-KBydiLck 

, B- gKl3 andirins ^ p K - K sq. 


'Q— K7 mate. 
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Judd, Sellmann and Ware v. Delmar Moehle and Grundy. 

88 . Game 5.— Not a good move for they obtain a position quite identical with one arising in the French 
detence excepting that they are a move behind. 

88 . Game 5.— The routine play in this opening, but inadvisable in the present situation, Kt— K5 was far^ 
superior. 

40 . Game 5. —We prefer QKt — Q2 followed by Kt— Kt3 and P— QI33 with the ultimate object of fixing 
one of their pieces at Q4. 

41 . Game 5. — Quite useless. They had nought to fear from the adverse B and could have played 12 

B— Q3 ; whereupon if 13 QB— KKt5, 13 BxKt ; 14 BxB, 14 KtXPand obviously White dare 

not retake on pain of losing the Q by BxP ch., and if 15 BXP, 15 R— Kt sq., still remaining with, 
a P ahead. 

48 . — Game 5. — Also loss of time as White could not well play Kt— QKt5 without subjecting himself to 
the fixture of the adverse Kt in the centre at Q4. 

48 . Game 5. - All contrary to our principles as explained in our introduction. 

44 . Game 5. — Rather a bold advance which makes the KtP a mark of attack from the hostile KBP. 

45 . Game 5. — Waste of time all the more as 20. . . .P — KB4 was clearly much stronger, in which case 
if 21 P— KtS, 21 PxP ; 22 PxP, 22 P— B5+, for if 23 BxP, 23 RxB ; 24 RxR, 24 QxP ch., 
.and unless White played 21 F-'Kt5 Black wasliound to obtain some advantage by opening the 
KB file or by Q ■' R5 to follow. 

46 . Game 5.— Clearly if Kt— Kt6 Black answers Q — B3 and White dare not capture the R. 

47 . Game 5. — An illjudged counter attack which ends in their own discomfiture. Better was 26. . . .P — 
KKt3 ; for White could not well advance 27 P- Kt5 in reply, on account of Black exchanging 
Pawns followed by Q— R sq. ch. or Q— B6 accordingly. 

48 . Game 5. — An excellent resource which not alone releases White’s game from the pressure of hostile 
pieces but transfers the attack completely into their own hands. 

49 « Game 5. — At last the B which has lx;cn threatened to be taken off by R or Q for the last two moves * 
is safely fixed and Black’s King is accordingly imprisoned. 

50 . (iamc 5.’--This helps the opponents but there was no help for themselves. If 36. . . .Q — Ky ch.; 37 

R - Kt2, 37 QxQ ; 38 RXQi 38 Kt— Q4 ; 39 ^3* 39 ^tXB ; 40 PXKt dis. ch. and mates next 

move. 

51 . Game 5. — A very pretty termination. 


Anderssen v. Kolisch. 

58 . Game 6. — Compare our columns 20 and 21. 

58 . Game 6.- 12 KtxP would have been unsound on account 12, . . .PxKt; 13 BxP, 13 Q— K3; 14 B 
-Q 3 , 14BXP+. 

54 . Game 6. — Necess.ary, for if 17 BxP, 17 KtxK.t; 18 BxKt, 18 QxB and wins. 

55 . Game 6.— 18 KtxR would not have been good on account of 18 Q--R5; 19 PXPl, 19 BxP ch; 

20 R— B2, 20 Q— B3, etc. 

56 . Game 6.— White could have won at least one P by QxB followed by KtXQP dis. ch., but on account 
of the Bishops of opposite color the game was likely to end in a draw after that. 

57 . Gamo 6.*- A very strong move. 

58 . Game 6. — Probably his best. If 26. . . .K — K2; 27 Q — Kty, 27 R— KB sq.; 28 BxP, 28 BxB; 2^ 
Kt— Kt8 ch., and wins. 

59 . Game 6. — Very fine play. 

60 . Game 6.— Of course if RxKt White could win the Q by RxP ch. 

61 . Game 6.— Best. Perhaps the simplest plan would have been QT— R8 ch. followed by RxR. 

(CwUimted oti page igg) 
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GAME No. 6. GAME No. 6. 

Move 38. Q--R7 cii. Move 26 K— B5. 

BLACK —UKLMAR, MOEULK AND GRUNDY. BLACK— KOLlSCll. 



WIUTK - JUDD, SELLMANN AND WARK. WIHTK -AXDEKSSEN. 


GAME No. 7. GAME No. 8. 

Move 23. KtxP. Move 21 ... . li — K(2. 

BLACK -POriKR. BLA('K KIKSKKITZKY. 



WHT TE— MOR BUY . WHITE— AM ATEUR. 


(Playltid^ 8 games blindfold) 
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(Continued from page fj/.J 

62 . Game 6.-33 Q— K17 ch. is deceptive, as White gains nothing after 33 Q— Q2; and if 34 R— B7?; 

35 R — Kt5 dis. ch., and wins. 

63 . Game 6.— Thus: 39 R- KB3 ch., 39 KxP; 40 g— K2 ch., 40 KxR; 41 R— Kt3 ch., 41 K— B8; 42 
Q— K sq. ch., 42 K -B7; 43 9 — QKt sq. ch., 43 K Q7; 44R-(J3 ch.,44K— K7; 45 <J— sq. ch., 
45 K -~B7; 46 R -B3 mate. 


Morphy v. Potier. 

66 . (iaiiie 7. 'I'liis move ecpialiies tl)o game, but as .^hown in C'ol. 28 Black may maintain the P by 4 
. . . .KtXKt with a .safe game. 

65 . Game 7. -P -- B3 followed by B — (^>3 is much superior. 

66 . Game 7. -A weak move. Pdack is losing too much lime, and his King’s side is also compromised 
by this advance. 

67 . (iame 7. — Jilack drops into the ingenious trap laid by Ihe ojiponent. K — Kt.s(j. was now iiidi.s- 

jien.saljJe. 

68 . (himc 7. -Highly higeiiioiis and, consiilering that White wa.s playing tin's bliiKUoIded along with seven 
other games, tin; combination initiated by this move beU)ngs ti) the linest pieces of Chess .Strategy. 

69 . Game 7. -Obviously, if KKtXB White matins on the move by kXKtl’ ch., and if 24 QlvtXB; 25 

KXKt dis. eh., 25 Kt— B2; 26 KxKt, and wins. 


Amateur v. Kieseritzky. 

70 . (iaine 8. - Compare up to this juncture 'I'able 6, Col. 19. 'I'he right move is here 14 Q'-QS ch. 

71 . Game 8. IJest. If 16 K— (^2, 16 R Kl sq.; 17 QxP, 17 RXP ch.; 18 K- B3, 18 B-K5; 19 B - 
(,)2, 19 O — B2 ch., with a winning attack. 

72 . ( lame 8. If 19 K K s<i., 19 9 K5 ch. ; 20 K (,) sq., 20 B- K2; 21 B--(^)2 (or 2I K --K sq., 21 i) 

— B6 ch. ; 22 R K2, 22 P — Q6, and wins), 21 Q — B6 ch. : 22 K --K .sri , 22 R - K stp, and wins 

73 . G ame 8. Black’s attack is excellently conducted. 



PHILIDOR’S DEFENCE. 


The move 2. . . .P — Q3, in tlie KKt opening, is already noticed in the Gottingen 
M. S. and by Italian authorities. The defence thereby initiated is now known as 
Philidor’s Defence, bearing its name after the great French master who first gave it an 
extensive analysis. Philidor chiefly rested his defence on the counterattack by 3. . . . P — 
B4 in reply to 3 I'— Q4. More modern researches have, however, proved this move 
absolutely unsound. Philidor probably based his preference of 2. . . . P — Q3 on the 
idea that the Knight ought not to obstruct any Pawn in the early part of the game. 
Modern experience has proved quite the contrary, and both the KKt opening, as well as 
the QKt opening are now recognized as belonging to the strongest initiatory moves for 
the attack on the second move, albeit in each case a Pawn is obstructed by the develop- 
ment of the respective Knights. 

In our opinion, not alone the continuation 4. . . .P — KB4 on which Philidor chiefly 
based his defence, but the whole opening is more disadvantageous for the second player 
than the regular 2. . . .QKt — H3. For the attack, however, we find that after 3 P — Q4, 
3 PXF; the continuation 4 KtXP is much stronger than 4 QXP, which used to be in- 
variably favored by old masters. 

In all the variations arising from the last-named move, it seems to us that White can 
only equalize the game, and if he tries to force the attack, he even gets the worst of it. 
This is chiefly due to the circumstance that he has to exchange a B for a Kt very early, 
and the power of the two combined Bishops is quite strong enough to keep at least the 
balance for Black. On the other hand, 4 KlXP is, on principle, the natural move, for 
it frees While's KBP for an ultimate attacking advance, and White's KKt in the center 
cannot easily be got rid of, as it obviously weakens Black's QP to advance P — QB4. - In 
our own practice we have favored 3 B — B4 for the attack, which the author introduced 
in 1865, in the Dublin Tournament against the Rev. G. A. MacDonnell. It may pro- 
duce a slow game, like the Giuoco Piano, but Black will labor under the disadvantage 
of not being able to make good use of either of his Bishops, for his KB evidently 
remains blocked; and as regards the QB, it appears to us equally unfavorable for the 
second player to attempt its exchange for the adverse KKt by B — KKt5, as to oppose 
Whites KB at K3. In the latter case Black will be saddled with a bad doubled Pawn 
in the centre, which also hampers his advancing his QP, as thereby both his King's 
Pawns arc left isolated if White does not exchange Pawns. 

The first table is devoted to the attack 3 B — B4, which we hold to be at least as 
good as 3 P — Q4. In Col. i we illustrate the mode of procedure against the defence 3 
. . . .B — K2, and we differ from authorities who recommend 4 P — Q 4 « Our substitution 
of 4 P — B3 seems to us preferable on the ground that it gives White the option of form- 
ing a centre by the advance of P — Q4, or else of supporting his loose KP by P — Q3. 

In the next column we give a variation that is likely to be played for the defence, 
though we have not seen it mentioned, and the point of the line of play indicated is 
somewhat instructive for beginners, inasmuch as it shows that White obtains much the 
superiority, though he has to move his King early in the game. 

In Col. 3 we present some modifications of the lines of play on each side which were 
hitherto considered the best, and the steady sort of development which we afterward 
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favor for the first player, seems to us to yield a slow but sure advantage, especially under 
the circumstances that Black cannot get rid of his doubled center Pawn. 

In Col. 4 we propose our amendment on one of the established lines of play on 
White's sixth move; the complications and the tactical surprises that arise from our 
alteration will, we believe, afford good instruction for the student. 

The next column shows in what manner thefith movehitherto recommended can be 

met, and by a mere alteration of Black s next reply, for which 6 Q— B3 used to be 

recommended, wc think we prove in conjunction with the subseciuent demonstration 
that the variation ought to end in favor of the defence. 

The main i)lay of the last column of the Table is already given by Allgaicr, and we 
have only suggested some slight tactical improvement at the end where a mating posi- 
tion is pointed out that has hitherto been overlooked. 

In Cols. 7 and 8 of the second Table we have to reverse the judgment that seems 
to have been accepted by most authorities, for we approve of 9 KtXR which, we be- 
lieve, has been condemned on fallacious grounds; whereas, we discard 9 KlXB, which 
hitherto was considered best. In Col. 9, however, the advantage accruing to White by 
best play on the other side (though no doubt the best defence is far from obvious in 
minor variations pointed out) is so small that on account of this variation alone we 
would recommend the move 4 P — Q3 in preference to 4 P — Q4 as the safer course. 

In Col. 10 positions are etiualized in consequence of our proposition 6. . . .Kt 

— Kt sq., in lieu of 6 Kt — K2 hitherto authorized. Infact, owingtothe far advanced 

QP, we would very .slightly prefer Black's game for reasons indicated in our introduc- 
tion. But the difference is so imperceptible in the present position, owing to the unde- 
veloped state of Black s king's side, that wc did not feel justified in marking the position 
notably in favor of the defence. 

Col. 1 1 is given as an example of a feasible line of play that might be adopted for 
the defence by inexperienced players, and it is shown how to take advantage of Black's 
defective tactics in a sjicedy manner. 

In Col. 12 we quite agree with the conclusions of the authorities that the initiatory 
move of the variation ought to end in White's favor, but wc introduce some varieties in 
the demonstrations which lead to very interesting complications. 

'Jable III presents the old attack by 3 P— ‘Q4 and 4 QXP. The line of play adopted 
by Harrwitz against Morphy on the 7th move is the key to the defence, and we show in 
Col. 13 that Black obtains an advantage in position if White pursue the idan of exchang- 
ing Knights and Queens. 

Col. 14 is an ingenious idea of Herr Hamppe, the author of the Vienna opening. 
It has not been noticed in the books yet, but it is, nevertheless, so strong for the defence 
as to be in itself an undeniable answer to the old attack by 7 QB — Kt5. 

In Col. 15 we prefer the retreat of 8 B— K3 in accordance with one of our maxims 
laid down in our introduction, namely, that the B should, if possible, be posted in the 
centre and keep command of both wings, and wc think the position arising from our 
suggestion shows greater advantage on its surface for White than the variations springing 
from 8 B — R4, \vhich used to be the fashion twenty years ago. 

In Col. 16 we notice the defence 4. . . . B — K3, and again we base new demonstra- 
tions on the reserved attack 8 B — ^K3 in preference to the old book move 8 B — R4, and 
we believe the logical sequence will show that the B comes in more handy for the attack 
at the post we select. 

Col. 17 is a'variation which, in our opinion, leads to an even game, though Black 
has the advantage of his two Bishops that in most lines of play in this opening gives the 
defence the preferable position. The point is that White, having again posted his QB — 
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K3 instead of K — Kt5, does not afford opportunities for the defence to gain time .by 
withdrawing his Kt and offering an exchange. 

Col. 18 treats an attack that sometimes has been favored by old masters like Lowen- 
thal, for instance, but has been somewhat underrated in theory, for we consider, it any- 
how, stronger than the old line of play, 4 QXP. "I'hc column is quoted from the Lip- 
schutz edition of Gossip's Manual. 

On Table IV the same initiatory line of play is further tested against the answer 
4. ...KKt — B3, with a similar result in favor of the first player, who, though he does 
not gain any material, manifestly obtains the superior position. • 

Col. 20 deals with the famous counterattack which Morphy adopted against various 
players and produced in his practice some of the finest specimens of brilliancy. Some 
will be found in our game department of this opening, but though the initiatory 3. . . .P 
— KB4 is almost unanimously condemned in modern analysis opinions differ as regards 
the line of play to be adopted for the attack. We give in Col. 20 the one that has been 
held the strongest by various authors, but introduce some modifications on White's nth 
move which we think leads to a quicker and more potent result for White. 

Yet we cannot help showing our misgiving about the efficiency of the v^hole line of 
attack commenced by White with 4 QKt — B3, for we think that an apparently slight al- 
teration in the order of moves as hitherto given produces an even game for the defence. 

Por that reason we altogether give preference in Col. 22, to 4 PXQP, for the attack, 
and this line of play might also be available for the first player in the counter gambit on 
the second move arising from i P — K4, i P — K4; 2 KKt — B3, 2 P — KB4; 3 PX^f 3 P 
— Qs; 4 P — Q4 j 4 P — K5» which, by transposition of moves, shows the same situation 
«as in Col. 22. The next column gives a similar result in White s favor against the most 
feasible alteration of the defence. 

In Cel. 24 we turn into lines of play arising from two more moves that actually oc- 
curred in Morphy's j)lay, and though no doubt it is preferable to adopt the attack given 
in our Col. 22 on the 4th move, we believe that even at that stage on the 6th move we 
can prove the advantage for the first player in consequence of a modification of the at- 
tack with 6 QKt — B3. Other continuations of this form of opening will be found in 
the Illustrative Games. 

Table V deals with continuations for the defence with the result that by best play 
White obtains the superiority, but any indifferent move in the attack enables Black to get 
an even game. But noteworthy is Col. 29 in which Black has an opportunity of gaining 
a P on the 6th move, and his seizing that advantage seems very feasible. Yet the de- 
fence is thereby involved into great difficulties w^hich, however, require some niceties of 
play on White's part in order to obtain the superiority for his side. 
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.P-K4 
Ap K4 

First Continuation 

First Defence 

Second Defence 

Third Defence 

Fourth Defence 

Second Continuation .... 
First Defence 

Second Defence - - - - - 

Third Defence 

Fourth Defence 

Third Continuation 

First Dcicncc 

Second Defence 

Fourth Continuation 

Fifth Continuation . - - - - 

Sixth Continuation 

Seventh Continuation .... 
Eighth Continuation 


0KK1-B3 

h q 3 - 


«B-B 4 


3 


B— K2 


0KKt-B3 

3 b-K 3 

„P-KB 4 


3 


,P-Q 4 


I’XP 


UPXP 


. 42><£I_ 

^QKt-Bs?" 

4 b-K 3 ? 

^KKt-Bs 

^B— yS 




. .... Col. I*. 

Col. 2.. 

Col. 3. 

- - - Cols. 4 to 12.. 

Cols. 13 to 15, and 28. 

Col. la 

Col. 17: 

Col. 27. 



4 p_y 4 



A 



^KKt-Bs 

,P-Q 4 

,QKt-B3 

- . . Cols. 20, 21. 

IP— KB4? 


|P-Q 4 

.PXBP 

. . . Cols. 22, 23. 

^P— k'B4? 

4 

.P — Q4 

jPxKP 

. . . . . Col. 24. 

Ip— KB4? 

4 


|P — Q4 


. . . Cols. 25, 26. 

IB— KtS? 


,P-Q 4 

_ 

. - . Cols. 29, 30. 

JKKt— B3 
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iP~K 4 

lp~K 4 


nKKt-^B3 

flP— C 


-Q3 


jD-IH 


12 3 

3jr kis” “2 Skktiij 3irKj B 3i>; 


.I»- 

4 i» -.U 3 
_() o 
0kr::ij3 

-jP O; 
0 () 


() 


-H Kt3 

n\ 


Kts ' 
KKj I 


.Kt Kt5 

4 r (j 4 

pp>^ 

Oktxi* 

nP- Q4 

OpxP“ 


rQ - B 3 


.BXW 

4pxir 

r P-Bj 

3yKt-153 


g K2 ch. 
K-(J .s<|. i 


6 


i Q Kt3 
-Us<i. 




'Kt K3 

Kt -Kts 
'Kr<7s.j. 6 


8 


»P-kR 3 

,(jKt - K 3 
AU|» ()4 


KP4 

i P-Q 4 
^pxgp 
-Kt -Kts 
OkkT R3“ 

ftKtxP 

0C>--K2 

n Q BSch. 
'K-(.)2 

n QB KKts 
OyxP ch. 

,K (,)2 


8 


9 


0 - 0 ? 


9 3KT“ li3 
„PXP 
'BXP 


12 

13 


'i> - Kts io ®BXH 


R -K si|. ch. 
K (")T ~ 

B K 6 ch. 


6 


iPXKl* 

•KtXl’ 

I’xKr 


o9~Ks ch. 
»>K-(j 2 

„Q_»S ch. 
'K-Hi' 

n< jxl‘ (Ks) 
0 p-yR 3 

»l^ch. 

OK Kt 3 


j 4 n ^^XB ^ . J.B -K3 ch. 

A «kxKt ' ^ 1 Uli “lii" 14 


..K Uhj, 7..B--()s 
Ai"" Alp B3 "ii 


, .l^P. ch. 
“KXB 
,-P_ QKt 4 ch ! 
1«KXP 15 


4 qKt - (^>2 

lup ■\)Kt4 16 
j j R - Kt .stj. ch. 

l4k 14 17 

KtxPch.^ I> 

‘18 


15 


Coluinn 4 . Move. 12 I* — KR 3 . 


Column 6 . Move 15 KtxP ch. 


BLACK. 


BLACK. 




WHITE. 


WHITE. 
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1. Col. I.— We consider this (juite as gootl at least, as 3 P— Q4. 

2. Col. I. -A move favored by IIarr\i'itz. 

3 . Col. 1. — White has a position similar to one arising in the (liuoco Piano, with the advantage that 

Black’s KB is conhnecl and is likely to remain so. Should Black now exchange B against Kt, While 
retakes with the followed soon by P--KKt3, Q -K2, K -Kt2, and 1 * — KB4, as occiirrc<l lietwcen 
the author and Mr.MacDonncllin Dublin. ' Should, however. Black now answer 8. . . .B— R4 then 
White would advance P - KKt4, followed by Q K2, with the superior game. 


4. Col. 2.— If 6. . . .P— KR3 ; 7 PXP+. 


5 . Col. 3. — Or 3 B - Kt5 ; 4 P — KR3 ; l3ccause he ought not to wait until Black may play Q — B3, and 

then double the KBP followed by Kt -K2 and Kt Kt3, the weak point at White’s KB4, and the 
latter’s doubled Pawn at least balances his two Bishops in such a position. 

6. ('ol. 3. — If 8. . . .K • K2 ; 9 KtXKP, 9 QXKt ; 10 (JXP+. — (German llattdbuch.) 

7. Col. 3. — Black is htimpered by his doubled Pawn, ami the continuation might be ii Kt B3 (of 

course Black dare not capture the Pawn twice on account of the ultimate O --R4 ch. ); 12 j* B3, 12 
B 114 ; 13 Kt -(,)2, 13 0—0 ; I4<^> — B2, followed by Kt — Kt3 ami B — (^)2. White will ultimately 
have the option of opening the game after the preparations either by P KB4, or P -(,)4, or else by 
ailvancing the. QRP, or he may play the waiting game, and rely on the better position of his Pawns 
for the ending. 


8 . Col. 4. -The simplest and surest plan of continuing the attack is we believe 4 P Q3, which gives a 

position similar to the King’s (iambit declined, with a move ahead for White and Black’s KB shut in. 

9. C0I.4. -If 6 ....Q-R 5 ; 7Kt-Kl5, 7PxP!(or7....Kt-B3.?; 8 P (,)Kt3, 8 Q- Kts ; 9B -K2, 

and wins); 8 yxP t-. The German gives the following variations: If 6 RxKt; 7 

9 --K5 ch., 7 K 92 ; 8 (^) Kt6, 8 R - -R sep; 9 BxKt, 9 9 — K2 (should the 9 move to B3 White 
would exhange 9'iccns and Bishops followed by PXP with a P ahead); 10 9 XBP ch., 10 K - 9 s(i. ; 
II 9 B KKtS, II BX 9 ; 12 BX 9 ch., 12 BxB ; 13 I’XB-t-. 

10 . Col. 4. — After 9. . . .B K2 ; 10 R - K sq., 10 BxB ch. ; ii 9 XB, 1 1 <,>XR ch. (or 12 9 -^15 ? I 

13 B-- -Kt5 ch., and mates next move); 12 KX 9 » *2 RxKt ; 13 9 “ White also wins with case.. 

11. Col. 4. -Or 4 P- B5; 12 R- Ksq., 12 I* 113 ; i39~K8ch., 13 K— B2 ; i49or B 98 mate.. 


12. Col. 5.— As shown in the German Ilandbuch White wins if 6. . . .9B3 by 7 PxP, 7 BxP; 8 R - K 
sq. ch., 8 K^;)2; 9 B— K6 ch., 9 BxB ; 10 KtXB, 10 Kt— B3 ; *ii BxKt, 11 9 or PxB ; 12 
9 - Kt4, etc. 

13. Col. 5.- Now, the resource 7 KtxP dues not answer as well on account of 7 9 RS: 8 1* --KKI3. 

(or 8 Kt Kts, 8 KKt-Kts; 9 KKt -B3, 9 9 - 1 ^), • • -Q -Kts; 9 B -K2, 9 9 Kt3; 10 KtX 

B, 10 KxK-t; and we prefer Black’s game. 

14. Col. 6.— Or 10 P - B4; II PxP e,p.^ ii KxP; 12 Kt -B3, 12 9 -(I3 (or 12 B 93; 13 B 

Ktq ch., 13 PXB; i4Qx9KtFch., 14K— B2; 15 Kt--(^)5 mates) ; 13 B -Kt5 ch., 13 PxB!; I 4 <^X 9 
KtP ch., 14 K B2; 15 B— Kt6 ch., 15 9 XB; 10 Kt — 95 ch., and wins. German Jiandbuch. 

16. Col. 6.— If 12 KxB; 13 QXP ch., 13 K — Kt4; 14 P 9^4 ch., 14 K - K13; 15 9 (J4 ch., 15 P 

— B4; 16 QxB mates. German Ilandbuch. 

16. Col. 6.— Or 13... Q B3 ; 14 R — Kt sep ch., 14 K moves; 15 9 XBP with or without ch., and 
wins. 

17. Col. 6.— If 14 K— R4; 159— Q 4 » f 5 Q--B 3 or 93 ;i 6 Kt— Kt3ch., 16 K Ki5(ifi6 K— R5; 

17 BxP double ch., and mates next move cither by 9 — ^4 o** P— 1^)5 >7 P- Rj ch., 17 KxP; 18 
R— QR sq. ch., 18 K— K4; 19 P-B3 mate. 

18. Col. 6.— White wins with case, for if 15 K— Kt3 (or 15 KxB; 16 R— Kt4 ch., 16 KxR; 17 

Q— B3 ch., 17 K - -R5; l8 Kt— B5 mate); 16 Q — 94 ch., 16 K— R4 (if 16 K— Kt2; 17 Kt— Be 

ch., 17 K— R2; 18 KtxRP dis. ch., 18 KxKt; 19 BxP ch., 19 K— K4!; 20 9 — Kt4 ch., 20 K— Kt 
3: 21 B— B6 dis. ch., 21 K— R2; 22 Q—bS ch., 22 K— R3; 23 Q— R3 matep. 17 BxP, 17 PXB; 
18Q— Kt4ch., 18K— R3; 19QXP ch., 19 K— R2; 2 oQ— B 5 ch., 20K—R3; 21 Q— R3 mate. 
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WHITE. 


WHITE. 
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19 . Col. 7.— Wliile may also play 9 QxB ch., 9 QxQ; 10 KlxQ, 10 KxKt; ii B--K2, ii R -Kt sq.; 

12 P — KKt3 B ahead and a gooil game. 

20 . Col 7. Not 10 B— Kt5, 10 Kt -B3; ii Q—Kts, 11 QxP, 12 RxKt, 12 QxB; 13 Q— Rs eh., 13 K 
— B sq. ; 14 QxP, 14 B 1 ^ 4 ; 15 Q— Rs, 15 K— Kt2H', a variation given in ihcI/andhicA in White’s 

favor. We may add that Black might also proceed in the nth move of this variation with 11 Q 

— Q4; 12 Kt— -B3; 12 KB— QKtS. 

21 . Col 7.— Or II.... QxP; i2Kt- Kt5, 12Q— Qsq.; 13B-B4+. Or if 1 1 . . . . KtXP; 12()— C),I2B 

K3 (against any other move While could advantageously play KKt- -Kt6or QKtXKP); 13 R— Q 
sq-. I 3 Q ' Q 2 ; 14B-K3, 14P-B4; i5Kt-KtS, iSQxKt; 16 BxKt+. 

22 . Col 7.— If 12. ...K Q2; i3R-^Js<i., 13 Kt Q4; 14 Q Us, 14Q -Ksq.; 15 QxP, 15 QxKt; 
16QXQ, 16RXQ; i 7 KtxP+. 

23 . Col 7. —White will save his piece. If for instance 14 O () --0; 15 Kt -B7, 15 R — Kt sq.; 16 

RXB, 16 RxQ; 17 RXQ, 17 K-Kt2; 18 RxB, and wins. 


24 . Col. 8. — Though White is a P ahead he has not a good game, lie cannot now venture on 14 BxP 
on account of 14. . . .KtXB; 15 PxKt, 15 Q — R5 ch. ; 16 K— Q sq., 16 Q — R4 eh., and wins. 


25 . Col. 9.- If 5. . . .BPXP; 6 Q Q5, 6 Q Q2; 7 QxKP (belter than 7 P-K6, 7 Q--K2; 8 QxKP 
8 Kt— B3; 9 Q-K2, 9 Kl— QR4), 7 Q-K2 (if 7. . . .PXP; 8 KtxP, 8 Q K2; 9 B -B7ch., 9 K 
Q s<i, ; 10 KtxKt ch. ) 8 QB KKtS, 8 Kt B3; 9 BxKt, 9 PxB; to P— K6, 10 Kt -R4; il Kt— 
B3, II KtxB, 12 Kt-Qs, 12 Q— sq; 13 QXKt, 13 P— B3; 14 Q KR4 sq., 14 Q— R4 ch.; 15 Kt 
— B3, 15 B K2; 16 Kt— Q4+. 

26 . (>>1,9. If 8 P KR3; 9 R— Q sq. ch., 9 B— Q3; 10 BxKt ch., 10 PxB; ii KKt R4, 

threatening PxP "'cH as Kt- -Kt6, followed by B — B7. 

27 . C'ol 9, After 10 QKtxP, 10 K K2; 11 KR Ksq., ii B— K3; the gamcM’s alx>ut even. 

28 . Col. 9. - White has a slight advantage. A seductive but unsountl line of play presents itself at this 
point, for White might apparently gain a great advantage now by ii KKtXP, u BxR; 12 KtxKt, 

biitif after 12 P - KR3; 13 B— R4, 13 P KKt4; 14 B— Kt3, 14QB KKt5 ! ; 15 KtxB, 15 P - 

KR4 threatening P K5 if While remove the Kl, Black recovers the piece and remains with the ex- 
change ahead. 


29 . C:ol. 10.- After 6 KtxP, 6 Q— R5; 7 Kt— Kt5 (if 7 QB KKt5, 7 QxKP ch.; 8 K— -B sq., 
8 Q — Kt5— ); 7 KtxP we slightly prefer Black’s position. 

30 . Col. 10. — ^We consider this the only move for Black which enables him to meet White’s attack. 

31 . Col 10. Should White play 7 KtXP the reply 7 Q — R5 would not be effective on account of 

8 Kt Kt5, 8 PxP; 9 P- KKt3, 9 Q --Kt5; io<,)XQ, 10 BxQ; n QKt B3wilh the better game. 
But Black would in .such case reply 7... RxKt; 8 Q — R5 ch., 8 P -Kt3! (it should be noted 

that if 8 K Q2; 9 Q— KtO, and wins); 9 QxP ch., 9 R— B2; 10 BxKt, 10 Q— R5, 1 1 BxB, 

II QxKPch.; 12 B-K2, 12 KxB. Even game. 


32 . Col II, -If 10 BxQ; I* PxP dis. ch., ii Kt B3; 12 BxKtch. and wins, or if 10 Q— R4 

ch.; II Kt— B3, II QxB; 12 KtXQ; 12 BxQ; 13 KtX<^P ch., 13 K -Q sq.; 14 Kt— K6 mate. 


33 . Col. 12.— The Handbtich gives here the following continuation 8 QBPxP; 9 PXQP, 9 P-^Ks; 

10 B — Kt5 ch., 10 B— Q2; 1 1 Kt— K6, 11 Q- -Kt3?; 12 Kt— R4, 12 Q R4 ch. (of course if QxB 
Black wins at once by Kt- B7 ch., but as will be seen Black’s Q has no escape); 13 B— Q2+. 

34 . Col 12.— If II Q— QS ch.; 12 K— R sq., 12 QxB; 13 KKtxRP and wins. 

35 . Col. 12. — For evidently Black cannot retake the P by 14 PxP on account of 15 Kt — B7 15 KtX 

Kt; 16 BxKt ch. winning easily. 
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(.'oliiiiin 16, Move 16 Q — 1?7 ch. 
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WHITE. 
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36 . Col; 13. — Playccl by Harrwitz against Morphy, and we Ixilicvc quite sound. The game referred to 
proceeded 8 Kt H3, 8 15 — K2; 9 0 - 0 - 0 , 9 O O; 10 KR— K sq., 10 P— KR3; ii R R4, ii Kt 
-Ksq.;i2BxB, i2gxB; 13 P-Ks, 13 B <Kt; 14 PxB, 14 O' Kt4 ch. ; 15 K-Ktsq., 15 PxP; 
16RXP, 16 (J Kty. 

37. Col. 13.— Tf 10QKI-Q2, 10 KR-KKt sq.; 11 0-0 (or ii KKt - R4?, 11 R-KtS; i2P-KKt3, 
12 BXP; 12 P Kn3, 12 B-B3i .), II. ...B R3; 12 R R sq., 12 0 — 0 - 0 ; 13 P--KKt3 (Black 
threatens T' -KB4, and if PxP then KBxQKt, etc.), 13.... OR - K sq., and wc prefer Black’s 
game. 

38. C'ol. 13. — Black will recover liis P with the better game. He threatens now Bxl^t followed by R — 

Kt4; or else 12 B— Kt2 followed after exchanging the (^)Kt by B K5. 


39. Col. 14. -This ingenious variation was invented and generally adopted for the defence by Herr 
ILimnippc of Vienna. It goes to show that the old attack by 4 (,)XP is not an cilcctivc one; for 
no more than an even game can be expected to result at (he end of the main variation in which we be- 
lieve all the moves on each side are forced after QX^tP. In fact, as we propose to show White 
has the more difHcult game of the two, and has to play most carefully in order to equalize matters. 

40 . Col. 14.- 8 BxB, 8 QxB; qfjxKtP, 9 Q — B3; 10 (jxfj, 10 KtXt,>. Even game. 

41 . Col. 14. — Black has now the attack which may be neutralized to the extent of a draw, but only by 

best play cm the ])art of White. 'Phe game might ]n‘oceed: 16 P - B3, 16 P— (>4; 17 K — B2, 17 B 
PxP; 18 PxP, 18 PxP; 19 Kt B4, 19 Kt B3. If, however, 17 O O, 17 BPxP; 18 PxP, 18 P 
XP; 19 R -B7 ch.? (or 19 Kt 114, 19 K-K3; and wc slightly prefer Black), 19 K Q3; 20 Kt 

K2!, 20 R K2; 21 R B8, 21 Kt R3 and again we think Black has the belter game on acc'ount 
of the passed Pawn in (he centre which can be well supported and also owing to the weakness of 
White’s (JRP which Black threatens to approach with his King. 


42 . Col. 15, — A “hole” is now created in Black’s centre. We have already explained in our chapter on 
the principles of play that this is a great source ol weakness. 

43 . Col. 15. — Wc prefer this on principle as the B is kept in coninuinication with both wings and is less 
liable to attack at a tiiture stage. None of the advantages that White can derive from his position 
arc in any way hindered by placing the B at K3, and evidently White has more option of withdraw- 
ing it to B4 or i )2 accordingly fir allowing it to be exch.'ingcd ii necessary. 

44 . Col. 15. -II Kt — (,>5, II BxKI; 12 PxB is also favorable for the .attack, and White hy proper play 
ought to be able to preserve his Kt from being exchanged, and then to jilant it ultimately by way of 
(I4 to K6 or obtain some other advantage. 


45 . Col. 16. — Again much better than 8 B - R4, the move usually recommended here. As will lx: seen, 
the B comes in very handy for the attack from his more natural post. 

46 . Col. 16. —Or II ()— K2or — B2; 12 Kt — B6, 12 PxKt; 13 QxP, 13 K -Ktsq. best; 14 BxP 

ch., 14 KxB; 15 (,) - -R6 ch., 15 K Kt sq.; 16 B — B6, and mates next move. 

47 . Col. 16. — Might be continued 16 K — K3; 17 P— QKt4, 17 Q -O2; 18 P -Kt5 ch., iS QxP; 19 

QXR, and wans. 

48 . Col. 17. —If 5 P — K5, 5 Q — K2!; 6 B -K3, 6 Kt K15; 7 PxP, 7 i^^XP* Even game. 


49 . Col. 18. — ^Wc not alone concur with IxiwcnthaPs ojiinion that this is a good move, but wc feel sure 
it is much stronger than 4 QXP, which used to lx: favored by the best masters of old. 

50 . Col. 18. - This move, which is much stronger than 10 B— K5, is suggested in the Appendix to 

Gossip's Afanua/ hy Mr. Lipschiitz. Black’s best answer is 0 — 0 , and to abandon the Pawn, as 
evidently if 10. . . .P — QB3; ii R — Q sq. givos White a fine attack. 
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Column 20. Move* ii Kt— R4. 


('oluinii 24. Move 13 KR -K sq. 
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51 . Col. 19. -If 7. . . .Kt-K sq.; 8 r-K«4+. 7. . . .1* -QI4; 8 KKt -K2 leaves Ihe QP weak. 


52 . Col. 20.-Or 8 . . . .PxKt; 9 QxR, 9 B-K3. 9 ^^-^ 5 +. 

53 . Col. 20.— II KtxR, II KxKt; 12 QR KKts, 12 R— Kt2; 13 RxKt, 13 RxR; 14 QXKP is also 
very good. This is given by Zukertort, who first analyzed this attack from White’s 5th move, 
which was first adopted by Rird against Morphy. 

54 . Col. 20.— Continued: 15 R— R sq.; 16 QR -'Kt5, 16 Kt— Q2; 17 R--K6+. 


55 . Col. 21.- - The chief point for the <lefence is to attack the Queen before White has played QR— KKt 
5. If, for instance, 5. . . .PxP; 6 KtxP, 6 KKt R3? (even now 6. . . .QKt— R3 produces thesanie 
position as in our main line of plciy by a tnansposiiion of moves); 7 QR — KKt5, 7 R — K2; White 

has gained time, for 8 KR — QR4, 8 ()Kt--R3; 9 Q K3 with a strong attack, fi)r after 9 K - R 

sq.!; 10 RxKt, loRxR; n O O — O White has evidently the superior game. 

56 . Col. 21. — The game is even, for White cannot win the RP <*. ^5^., 13 Q — R4 ch., 13 P— Q4; 14 QxR 
1 \ 14 T’xKt; 15 QXRf 15 PxKt, ctc.+ . The two Pawns majority which W’hite h.'is arc separated 
on two wings and are more than counterbalance*! by Rlack’s powerful two Bishops for a Rook. 


57 . Col. 22.— If 6. ... KKt R3; 7 P KKt4 followed by R -KKt2. 

58 . Col. 22. • Not 7 Q — R5 ch., 7 Q— R2 recovering the P. 

59 . Col. 22. 9 P K6; 10 PxPj 10 QxP v:h.; 11 K—Q s*i. threatening KKt— R3, would be worse 

still for Black. 

60 . Col. 22. We see nothing 1 letter. If ii QXP; 12 R R4 wins the Q, which cannot remove on 

account of R — R7 mate. 


61 . Col. 23. -Or 6. . . .Q- -K2; 7 KKt -Q2 followed by R -Kt2. 

62 . Col. 23. — If II . . . .P — ^Q4; 12 QKt — Q2! followed mostly by Kt KR sq. and Kt — Kt3+. 

63 . Col. 23. — The extra Pawn will lie well supported by Kt — KKt3, and White’s position is altogether 
the better one. 


64 . Col. 24.— 6 P- K6, 6 KKt '- K3; 7 QKt — 113 leads to the same position Iiy a transposition of moves. 
6B. C0I.24.— Or 6....KB gKts; 7 1 *— K6, 7 1 >— <.>5 (if 7. . . .KKt R3; 8 Q Rs ch.+); 8 Kt -87, 

8Q-B3;9l’-QR3+- 

66 . Col. 24.— 8QKtxKP, 8PxKt;9QxQch., 9KXQ; ioKt-R7ch., ioK.-K2!i inKtXR is also 
good play, as White, after developing his QR and 0 - 0 - 0 , would win the KP by R — K in\. 

67 . Col. 24. -For result of 8 PXKt sec illustrative games 

68 . Col. 24.— Black evidently cannot capture either piece on account of the reply, accordingly RXP or. 

Q-Ks and if 13 Kt—Q2 White may either proceetl with.KtXP or IK Kt3,. 
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68 . Col. 25. — Wc give our v.ariation as a specimen of a simple attack in the opening in which after the 
exchange of Queens the first player obtains the advantage with his two Bishops and the better devel- 
opment. The following main coiitiiiuatioii is from the ITandbufh : 5 QXB, 5 T’XB; 6 B— QB4, 6 

Q— B3 ! (if 6 KKt - B3; 7 Q-- QKt3 wins a pawn); 7 Q -QKt3, 7 1 * --QKt3; 8 Kt B3, 8 P - 

B3; 9 O O, 9 B- -Q3; loKt— Kt5, 10 KKt— R3 (if 10 PxKt; ii B Q5); 11 B K15, 11 Q- 

Kt3; 12 KtXB eh., 12 QxKt; 13QR— Qsq., 13 Q— B2; 14 R -Q8 eh. and w'lns. 

69. Col. 25.- White will gain a rapid development by B Kt5 eh. followed by O O O and then ac- 
cordingly Kt - - Kt5 or --Q5 or KB -R3 or QB4. 


70. Col. 26. — 5. . . .P — QB4 is dangerous as White obtains a strong attack by 6 P QB3, 6 PxP; 7 KtX 
P followed mostly by Q— Kt3. 

71. t'ol. 26. — White would only lose time by delaying the recapture. If for instance he lets the Pawn 

stand until after Black has played RKt -B3 the second player might well defend it by P — QB4 fol- 
lowed by 0—0. 


72. Col. 27. Stronger than B — Q3 which would give Black exchanging option later on by Kt- -K4 or 
cause loss of time. It also prepares O — O — O while Black evidently can only castle on the opposite 
side and as White’s Pawns can easily be mobilised for the attack on the King’s side it is to White’s 
advantage to clear at once the Queen's side where his King will be better placcxl. 

73. Col. 27. — White will continue the attack with V -KKt4 follow’od by B- - K2, and then accordingly he 
may procee<l with the advance of the KRP or the development by Kt -Kt2 avoiding the exchange 
of minor pieces as Black’s ganu? is hampered by his own pieces and exchanges would be a relief to him. 


74. Col. 28. -— In a game between Seiior Colmayo (White) and the author, the same position arose in a 
Ruy Lopez by a transposition of moves. 

75. Col. 28. — Avoiding the hole at K3 which was left by the inferior move 7 P — KB3 adopted by the 
author in the above named game. 


76. Col. 2g. - - Another not uncommon defence is here 3 QKt -Q2 which however we believe to be dis- 

advantageou.s. White should proceed with 4 QKt — B3, 4 P -QB3; 5B K2! with the superior 
game. 

77. Col. 29. - We do not recommend this move and prefer QKt B3. We however give the variation 
springing from the move in the text as it comprises interesting complications. 

78. Col. 29. Continued 12. . . .O O; 13 P— B5, 13 PxP; 14 15 RxB, 15 PxR; 

ifiKtxKPT. 


79 Col. 30.— Or 7 P— KB3, 7 P— Q4; 8 P~ K5, 8 QKt Q2; 9 QB-B4, 9 Kt— B4; followed by P~KB3 

with the lietter game. 

80 Col. 30. If 8. . . .QXB?; 9 Q- -K2, 9 R— K sep; 10 BxKt -| . 
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Winawer v. Blackburae. 

1 . Game i.— A defence recommended by Janish, but no more satisfactory than others in this opening, 
especially if White reply as in the text. 

а. Game i. -We prefer here KtXF which by transposition of moves leads to a position given in Col. 19. 

3 . Game i. — We do not think this as good as 6 B — K3. 

4 . Game i. - 6 P- -KR3 was a good move now, as it attacked a hostile piece which had cither to 

retreat at cost of time or else to lie exchanged at disadvantage in value. 

б. Game 1.- -Useless; and as will be seen, it gets him into difficulty later on. 

6. Game 1. — In allowing the opponent to fix his P at Qs Black’s QBP becomes weak. We would have 

preferred R — (JKt sq. 

7 . Game 1. — This gives Black a spirited attack, but we very much doubt whether that was worth a P 

by best play on the other side. 

8. Game 1. — PXP was vastly superior. It Black rqdicd P -QR4 with the intention of playing P — QB4 

should White capture that P all difficulties could be avoided by the reply P -Kt5 with the superior 
game. 

9 . Game 1. A Ix^autifui move that gives Black a strong attack at least for a time. 

10. Game i. Best. If, for instance, 20 KtXRt, 20 BxP ch.; 21 K — Q2!, 21 Q--B3; 22 Q— B4, 22 y 

XKt; 23 B — K2, 23 RxB ch.; 24 QXRt 24 ^ --B6 mate. 

11 . Game i. This weak move greatly compromises his game which we believe might have turiietl in 

his favor still by patient play. 22 K Kt s({. was evidently l)ettcr, for Black could not then double his 
Rooks, as While would answer K4. 

12 . Game i .- -Black pursues the attack in excellent style. 

13. Game 1 Of course if PXB Black would answer QxR ch. 

14 . Game 1.-- Overlooking the adversary’s most ingenious coup, but he had no good move. If 31 R — 

3 * Q ch. ; 32 B- Q sq., 32 33 B— B2, 33 Q -K8 ch. ; coup, 34 B— Q sq., 34 B— KB3 

threatening B--Kt4 ch., with a winning attack. 

15 . Game l. A beautiful and elegant stroke. Sec Diagram. 

16 . Game 1. - Clearly if BxR Black mates by Q — Kty. But even as it is White has little left to fight 
with, and Black’s Queen wins easily against the two pieces. 


Steinitz v. Rainer. 

17 . Game 2. '-6 QKt— B3 at once reduces the option of Black to 6 P— QB3 or 6 KB--QKt5 and both 

are unfavorable for the defence. Compare Col. 24. 

18 . Game 2. --8 BxP was no doubt better, but as shown in our Col. 24, White also obtains the 

advantage in that case. 

19 . Game 2.— If ii Kt— Kt5; 12 Q— B4 and wins. Or if 1 1 Q -Kt3; 12 O -O— 0 +. 

80 . Game 2.- Of course if QXQ White mates by R- -Q8. 


Goldsmith v. Esling. 

81 . Game 3. -I’his hazardous move was greatly favored by Morphy. The only correct play is K 
Kt-R 3 . 

22 . Game 3.— We prefer 6 KtXKP if only for its simplicity, as it gives White a plain advantage in a 
few moves. The line of play here initiated is most ingeniously pursued in the present game by 
White, but we think that Black*s defence could be so much improved as to make the issue uncertain. 
Compare our comments on Black’s 9th move. 

as. Game 3.— If 7. . . .P— K6; 8 BxP, 8 BxB; 9 Q— R5 ch., 9P— Kt3; 10 (?— B3+, forif lo. . . .QxKt, 
White mates in two moves. 


{Cpniinued on page /J/.) 
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PIIILIDOR’S DEFENCE. 


GAME No. I. GAME No. 2. 

Move 31 R K(8cli. Move 13. B — QB4. 

KLACK - BLACTKnURNE. BLACK — RAINER. 



WHITE— WINAWER WHITE— STEINITZ. 


GAME No. 3. 

Move 16. QxKt di. 

Itl.ACK KSLINC. 


GAME No. 4. 

Move 15 BxP. 

BLACK—MORPIIY. 
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{Cantinited from pa^e /J’3'.) 

24 . Game 3. — 9. . . .VyJR would have lost at once, as Whi*c would reply KtX(^P followed accordingly by 

Kt II7 ch. or B B4or Kt KB7. No belter was 9 Kt K2, as the game might have pro- 
ceeded: loQKtXQP, loQ— K4(ifio KtxKt; 11 QxKt); iiKtxKt; 12 BxKt; 13 B — QB4, 

13 BxKt; 14 Q - U5 ch. + . But we Ix^lieve that 9 P — K6 was most likely to relieve him from 

all cmbarassnient. The continuation might have been: 10 KtXftd’ (or 10 Kt - B7, 10 BxP; il Kt 

XR, II PXB; 12 KtxQP, 12 Q K4, etc.), lo QxKt; ii Kt B7 ch., 11 K--K2; 12 KtxR 

(if 12 B— 14, 12 B Q3; 13 KtxR, 13 Q RS + ). *2 PxB. 

25 . Game 3.-- More oftective would have lieen 10 QKtxQP, lu BxKt; ii OxB+. 

26 . Game 3.- For now Black might have defended by 10. . . .B- B4 and if ii QKtxKP, 11 PxKt; 12 

Kt — B7, 12 B — K3, etc. However, White’s last move was very ingenious in so far as Black can- 
not play 10 PxB on account of 1 1 QKtXP* followed by cither KtXB recovering the piece with 

the superior game. 

27 . Game 3. This and the rest arc ])layed by White in a style that combines elegance and soundness. 

28 . Game 3. --Black has no good defence. If 14 Q — B2; 15 Q— Q6 and must win, for if now 15 

P--KR3; 16Q— Ks. etc. Orif i5....Kt--<^2;i6Kt— Bycb. i-. Or if 15. . . .Kt— B3; 16 KtxKt 
Pch.-f . 

29 . Game 3. - -Q — Q6 is also good enough, but the move in the text is more elegant, and leads to a fine 
and speedy termination. 

30 . (jamc 3. A iDcautiful stroke of play which forces the mate in a few moves. 


Barnes v. Morphy. 

31 . Game 4. The proper play here is 7 KtXP and if 7 ..PxKt; 8Q--R5ch., 8P — Kt3;9QxR 

with much the superior game. Or if 7 B — K2; Q — Kt4l This new move is, we believe, the 

strongest in this situation and ought to win. For if 8. . . .P KKt3; 9 (,>- -B4, 9 BxP; 10 Q--K5, 
etc. Or if 8. . . .K - B sq. ; 9 <^> — B5 ch, 9 Kt B3; 10 Kt - 1^.15 1- . 

32 . Game 4. Very weak, ii Kt B7 could have released his confined piece without unnecessary loss 
of material. For if 12. . . ,Q — Kt3; 13 Kt — K5, etc. Or if 12. . . .(J — B4; B— B4 f. 

33 . flame 4. - Not as good as QxKtP at once which, by a mere transposition of moves, would have 
forced the position that actually occurre<l. 

34 . Game 4. — Whereas, now White could eflcct his escape by 12 Castles. Whereupon, 12. . . . Kt — K4 
would lose, for Black, on account of 13 Kt— B7, and ot course if 13. . . . Kt B6 ch. ; 14 QxKt and 
wins. And if 13. . . .Q — B4; 14 KtxKt, 14 f,)XKt; 15 (J~Kt4-t-. 

35 . Game 4. — This grave error of judgment gives the opponent an opportunity for a display ot the rarest 
ingenuity. While had still an excellent game by simply playing the natural move 14 Kt — Q2, for if 
14. . . .P- K6; 15 PxP. 15 PXP; 16 Kt-Kt3-f . 

36 . Game 4. - A powerful move that takes the winning attack promptly in hand. 

37 . Game 4.— There was in reality nothing to lie done. Tf 15 R— B2, 15 Q Kt8 ch. ; 16 R — B sq. (or 

16 B— Bsq., 16 P--Q6 and wins), 16 Q--K6 ch.; 17 Q— K2 (if 17 B— K2, 17 P--Q6 and wins), 

17 KtXP ch., etc. 

38 . Game 4.— The manner in which Black takes advantage of the situation is truly charming. 

39 . Game 4. — And from here to the end Black’s play is a model of power and precision. 

40 . Game 4. — There was obviously nothing better, as the reply, B- Kt5 ch., was immediately fatal if 
PxKt. 

41 . Game 4. — ^A masterly finish. Obviously if White retake the K mate follows in two moves, commen- 
cing with R — K8 ch. 
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Game 5. 

LowemihaL 

BIRD 

MORPHY. 


3 


P KB4 
QKt— B3 


»BPXP 

rQKtxP 


®P- K« 
»Kt 


42 

43 




KKt-B3 
iQB— KKts 


®B--g3 

f,Kt-R< 


44 


9 JVt JR.I 

(n>" 


10 

11 


g-y2 


g Ksq. 46 
P KKt4 46 
KtxP 47 
- ftKtxKt 48 
l^gxKt 

A«Kt-B3 49 
B . K2 


15*'' 


txKt 


PXKt 


17' 

[I 


Kt sq. 
0—0 -0 60 


KRxBP 

BXR 


61 


g--QR6 D 

iQ?Z:1^3_B2 

IoQxHP 



flUg_R8ch. 

21 


K— B2 


Q -R5ch. 
K— Kt2 63 


““BxKtP 

oqPxB 

^WRXPch. 

m* gxR 

fl^gxgch. 


K-B2 64 

66 


25p_K6 

noBXP 


gB— B4 ch. 


B»0— Be ch. 

oiiK-Q* 


»g-R7ch. 
. K-Q sq. 

»Q-Kt8 chain 


Game 6. 

lunven/Aal. 

MORPHY 
DUKE OF 
BRUNSWICK 
& COUNT IS- 
OUARD, 
con8Ultin}r. 

. 3b Kts? 66 
iPxP 
^BxKt 

c^xb 

®PXP 
JKB--QB4 

t 

®P^-B^ 
„QB-KK15 

Bp 


KKt B3 67 
-Q-QKt3 


g -K2 

Kt-B3 


68 


gK4 69 
KtxP 60 
Pxkt 
BxKtP ch. 


10 

l^gKt -g2 
.oO -O o 

*“R gsq. 
n^ xKt 

IurxR 
i | K -gsq. 

14g K3 
. pBxR ch. 
lOktxB 


61 


16 

17 


g- KtSch.ea 
ktxg [D 

R — g8 mate. 


.. KKt-Bs 

Game 7. 

LawenihaL 

MORPHY 

HARRWITZ. 


14 
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*PXP 

QXP 

k^Kt -B3 
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BxKt 

'BXB 

,B-Kt5 

63 

P--B3? 
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66 

B~K2 
gR gsq. 

0 0 
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68 

Kt Kts 
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Kt-K4 

g -K2 

P KKt4 69 
,B Kt3 

IR-Kt2 

,Kt-Bs 
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R Kt3 

P B4 

71 

PXP 
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R R4 
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BxKt 

BPXB 
jR KB sq. 


72 
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-KtXBP 
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•R— B sq. 

,Kt-Qs 

*BxKt 

,PXB 

R— B2 
,P-B4 

77 

>B— k2 
,R-RS 

78 

IQ-Ksq. 

'fS 


bB— g4 


Game 7 -00111*11. 
nn P Bs D80 
OUrxP 

n^RXPeh. 81 

wAkxR 

n p g—RS ch. 

-Ktsq. 

^^ KtXBch. 

suK-Kt2 y 

^.Kt -Bsch. 
O^K-Kteq. 
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Game 8. 


MORPHY 
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BAUCHER. 


8 b K 2 
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n g— B4 ch. 
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4QKt g4 
*“g g2 

4 p gR -g pq 

1«R H2 
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P-B4 
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14 

KR Bsq. 

anKt-Kl 
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18 
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Kt Kts 

g K2_ 

K“t--k4 
B— Kt3 


g- Bsq. 86 
on »xKt 

“BgpxB 
21R-H3 87 
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fifiP-KR3 
g--g2 90 

fiUK-R2 



i4B-g3 


-RXPch.DOl 

IJkxr 

r» R-g3 

5k— R 4 
, g^B7ch.9a 
1 Resigns, 


^Resign! 
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Bird V. Morphy. 

42 . Game 5. — Certainly dangerous and much inferior to PxQP. Compare Columns 20 and 21. 

43 . Game 5.- White could have here instituted Zukertort’s winning attack by 6 KtxP* Compare 
Col. 20. 

44 . Game 5. — ^We much prefer the more defensive 8 B— K2. 

45 . Game 5. — Much safer was Q- - K2 or Kt— B3. 

46 . Game 5. — ^Tjowcnlhal justly condemns this move as a blunder. The loss of a P could not be avoided 
excepting by giving up two pieces for a K, but the latter course presented more prospects of ob- 
taining an equivalent in material with a goml position f.g-., 11 KtxKt eh., 11 PxKt; I 3 BXl*» 
12 RXB; 13 V -KtJ eh., 13 K -Ktj; 14 KtX^, i4l*or(JXKt; 15 j)XP eh. with two Pawns and 
a R for two minor pieces and a good gkme. 

47 . Game 5.— KtxKt would have forced the |)osiiion that actually occurrcil, whereas the play in the text 
subjected Black to unnecessary complications 

48 . Game 5. — Lowenthal suggests here 12 KlxKtP which we believe was his liest course and might have 

led to the following continuation 12 KXKt; 13 KtxRt, 13 BxRt; 14 KR — Kt sq., 14 (^)B — 

KB4; 15 B -R6ch., IS K -B3 ;.i6 Q—KtS eh., 16 K lv3; 17 BxR. &c. 

49 . We should have preferred 13....P-QB4; for if 14 PXP» 14 BxKt; 15 (>XP eh., 1$ Q — B2, 

. threatening QxP eh., and wins. 

50 . Game 5. — P — QB3 first would liavc been a good precautionary measure. 

51 . Game 5. - Black 'is a Pawn ahead with an excellent game, for in the long run the adverse KBP ought 
to fall too. But the impetuous ingenuity of Morphy who was merely a youth during his brilliant 
Chess career apparently could not resist the temptation of risking a brilliant sacrifice for an attack 
which no doubt it re([uircd great skill and foresight to repel. 

52 . Game 5. This seems the natural move but White loses at once all chance of victory as Black can force 

a draw at least. Much better was undoubtedly 1 9 i)- Kt5, for if 19 P— K6 ; 20 Q—QS eh. , 20 K — 

B2; 21 (,)XP eh., 21 B -Q2; 22 B R5 eh. (it is necessary to get this B away from his present post 
as he blocks the exit of the White K, and if QxR* White answers (,)Xl^B), 22. . . .P Kt3; 23 Q 
XB eh., 23 K Kt sq. (if 23 . . . K — B sq. ; 24 (,)XB eh., followed by B Kt3 should win); 24 Q — 
K6 eh., 24 K Kt2; 25 () I<5 eh., 25 K -Ktsq.; 26 (^)xKPiuul wins, m*t however Q -KSch., on 

account ot 26 RX 9 , 27 PxQ, 27 BxP eh. ; 28 K Kt .stp, 28 R — Kt sq. eh. with at least a draw 

and good winning prospects. It is also obviou.s that if 19 QxKtP eh., 20K— CJ2, 20 B — Kt5 

eh. ; 21 K— K3, 21 y — B6 eh. ; 22 B— (^>3 and ought to win. 

53 . Game 5.-- -Lowenthal rightly points out here that White could have drawn by K — B sq. at this point. 

54 . Game 5. -Again White could draw hy K- R2 as suggested by Lowenthal. 

55 . Game 5. — beautiful masterstroke which forces the game in a few moves. 


Morphy v. Duke of Brunswick and Count Isouard, Consulting. 

56 . (same 6.- As pointed out in our analysis this is not a good defence. 

57 . (jamc 6. — And this is worse. No doubt Black has already a little the inferior game but Q — B3 or 
(J—Q2 were the best defensive continuations. 

58 . Game 6. \\niitc is not .satisfied with winning a P and the tedious game that would liavc resulted after 
8 (^)XP» 8 9 ' eh., &c. The position fully justifies White to play for higher game which wasmore 
in the grand master’s style. 

59 . Game 6.— Just what White was playing for. (J — B2 was their best. 

60 . Game 6.- The first link in a chain of a most lieautiful combination. 

61 . Game 6. — All powerful and exact. 

62 . (Jamc 6. — A very fine finish to a most elegant game. 


Morphy v. Harrwitz. 

63 . Gainey. — ^This move was first adopted by Lowenthal against Harrwitz, and Morphy subsequently 

favored it for the attack almost invariably. ^ 

64 . Game 7. — In another game between the same players Harrwitz played here 7. ...Kt--B3 which ii j 

by far superior to the move in the text. 7 !> — K2 is also much preferable. Compare Table 3, Cols. ^ 

13, 14 and 15. The move in the text shuts up Black’s B and leaves a hole in his centre. ^ 

65 . Game 7.— Not as good as B--K3 which keeps the B in communication with both wings and besides 
gains a move for thepurposeof advancing P— KB4 later on as Black cannot attack him by P-- KKt4. 

66 . Game 7. — The Q is only in the way of the B at this post. Much better is B— K2 reserving the re- 
treat of B— Q2 cvcntuauly. 

67 . Game 7. Very weak. K— R sq. followed by Kt— B2 or vicf versa were by far better, especially as 
he intended to enter with his Kt at K4 later on and the way chosen for his Kt viz. ; via Kt5, subjects 
him to attack and loss of time. 


(CetUimted on page ibt) 
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GAME No. 6. 

Move i8. . . .Q (from KR6) --QR6. 
BLACK - MORPHY. 


GAME No. 6. 

Move i6 9— KtSch. 

BLACK -DUKE OF BRUNSWICK & COUNT ISOUARU, 
CONSULTING. 



'' WHITE— BIRD. WHITE— MORPHY. 


GAME No. 7. 

Move 30. P— B5. 
BLACK— HARRWITZ. 


GAME No. 8. 

Move 25. RxP eh. 

BLACK BAUCHER. 



WHirB— MORPHY. 


WHITE— MORPHY. 
Flsying 8 games blindfold. 
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78 . 
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81 . 


(Continued from page ijpJ 


Game 7. — The correct move and much stronger than 13 P — Kc on account of 13 O — Ba* 14 

P-K6, 14KR— Hsq.; 15 KR-K sq., 15 BxKt; 16 Px«, 16P B3+. 'v -t 

Game 7.>- -Weak and creating another hole at the tender point of KB4 where White’s Kt later on 
obtains cuminaiul of the position with his Kl. 


Game 7. —Decidedly bad policy if only on the ground that it .allows the opponent to fix his Kt at a good 
post with gain of time. The R is of no use on the Kt file and White is quite safe in allowing it to be 
broken oj^en. Much better was Q -K sq. with the view of retreating B— Q2. 

Game 7. — Showing fine strategical genius. In spite of the preparations of the opponent on the King’s 
side, White proceetls with his own attack, well foreseeing that the adversary can do no harm 
on the open KKt file. 

Game 7. — R— K sq. was preferable as it might eventually enable him to advance P — ^94. 

Game 7. -Useless, as Black might have answered 23 Q — Q2 which would compel the Kt to go 

back again whence he came. 

Game 7. An error of judgment that costs a P and moreover practically cuts off his Q Irom the other 
wing where she is really wanted. 

Game 7. — High class play. This waiting move secures him the advantage, whereas after 24 KtX 
BP, 24 R — B sq. ; Black evidently recovers the P. 

Game 7.- Probably a miscalculation but even after the only other alternative 24 BxKt; 25 QxB, 

25 QR — Kt sq. (or 25 P Kt3 ; 26 y — <^>7, etc.) ; 26 y - R5 White had much the best of the game. 

Game 7.— He could not play 27 yxP on account of the following continuation pointed out by 

I^wenthal: 28 RxPeh., 28KXR; 29 y -R5 ch., 29 B R3; 30 KtxB, 30 RxKt! ; 31 y— -55 
ch., followed by yxK. 

Game 7. — Certainly superior to R— B2 followed by KR--B3. 


Game 7. — With the view of rele.ising himself by B — y sq., which he could not attempt at once as 
White Could answer KtX P followed by y XP ch. But he overlooks the opponent’s ingenious winning 
manoeuvre, f Ic had still a good fight left for a draw by P - Kt3, for it White played P — OKt4 “i 
reply then Black could again retreat B - B sq. and wait patiently until White’s y side attack exhausted 
itself as his own K side was secure enough. 

Game 7. -A very beautiful initiation of a brilliant finale. 

Game 7. — Wliite now forces the game with a few masterstrokes. 


Morphy v. Baucher. 

88 . Game 8. — ^B — Q2 is by far preferable. 

83 . Game 8. —Still less justifiable than in the previous game where this move occurs at an earlier sta^e. 

* By a transposition of moves the position has become almost identical with that of the preceding 

one, the sole difference bcing^ that Black’s King has moved into the corner which practically 
amounts to the loss of an additional move. The R will not be of the slightest use at B2 and will 
have to be removed again. Kt— B2 was by far Ijettcr. 

84 . Game 8. —With some remote aim at a King’s side attack by P - - KKt3, but certainly not as solid as 
R — K sq. with the view of bearing ultimately on White’s weak centre P. The R as will be seen is 
subsequently much in the way of Black’s King and the mating positions which arise are chiefly due 
to the bad selection of the post for the R at this juncture. 

86 . Game 8. — waiting move of some utility as it provides against any diversion on the Queen’s side by 
P — QKt4. But we believe in the main it would have been preferable to proceed with the King’s 
side attack at once by R— B3 or else to play Kt— Q5, followed by PxB in reply to BxKt, with the 
superior game, as White gets rid of his weak centre P and otherwise holds the better position. 

86 . Game 8.— Bad for various reasons. In the first place he ought not to allow a P of his own to be 
placed in front of the adverse weak KP which thus becomes less accessible. Next the hostile B at 
k.t3 prevents the sortie of the opponent’s Rooks on the King’s side which becomesfatal to him in a 
few moves. The Kt ought to have retreated and would have been undoubtedly better placed at Bz 
whence he could challenge the adverse Kt by Kt — Q sq. eventually. 

87 . Game 8. -White though playing 8 games simultaneousl3r blindfolded has entirely outgcncralled his 
present strong opponent for his attack is now quite irresistible. 

88 . Game 8. — No doubt an error but there was really nothing to be done. If 21 B— K sq., the 

game might have proceeded: 22 R— R3, 22 P — KKt3; 23 Q — Kt4, 23 PXP; 24RXP ch:, 24 KxR; 
25 y— R3 ch., 25 K— Kt3; 26 PxP ch., 26 K— B2; 27 y-RS ch., and mates next move. 

89 . Game 8. — Threatening RxP ch. followed by Q — R5 mate. 

90 . Game 8. — ^Winning a piece by force for he threatens mate by Q or RxP ch. 

91 . Game 8.— A lovely continuation especially considering how severely White is handicapped by his 

performance. 

98 . Game 8.— The mate is forced after 27. . . .P — ^Kt3; by 28 R — R3 ch., 28 K — Kt4; 29 R — Kt3 ch., 
29K— R4; 30 Q— R7 mate. 



THE CONTEST BETWEEN 


MESSRS. STEINITZ AND TSCHIGORIN. 


It would be an unfair disparagement of the reputation of our celebrated antagonist 
in the contest treated in the following pages, if we were to offer any apology for intro- 
ducing the scries of games played between the author and Mr. Tschigorin at Havana in 
the beginning of the year 1889. But we may state, that the games of the last champion- 
ship match between Messrs. Stcinitz and Zukertort played at New York, St. Louis, and 
New Orleans in 1886 were published shortly after the conclusion of the contest in sepa- 
rate collections by two rival German authors and by two different publishers. The au- 
thor, therefore, felt justified in entertaining the expectation that the addition of the games 
of the latest contest for the championship with our own analytical comments would form 
an attractive feature of this volume, more especially as the play of the two opponents 
represents two different schools, which in many respects are almost antagonistic in their 
respective styles and in their leading views about the general conduct of the game. On 
this subject we reserve some further remarks, and proceed to give a brief history of the 
inauguration of the contest, which we believe will not be out of place. 

In the early part of 1888 Mr. Steinitz visited Havana, in consequence of an invitation 
from the hospitable Chess Club of that city to give some Chess exhibitions and to play 
matches and off-hand games against the Cuban Champion, Judge Golmayo; the Mexi- 
can Champion, Senor Vazquez, Consul General of Mexico; Senores Carvajal, Ponce and 
other prominent players. The members of the Havana Chess Club, who are most enthu- 
siastic and liberal j)atrons of the game, made on this occasion the offer to Mr. Steinits to 
provide the stakes and to defray all the expenses of a match for the championship of the 
world to be held under the auspices of that society against, any opponent whom the vis- 
itor would accept. Mr. Steinitz accepted the handsome offer on condition that the con- 
test should consist of a limited number of games, as he could not be sure whether his 
various engagements would allow him to stay at Havana for an indefinite time, which 
would have been necessary in case many draws occurred. He selected for his opponent 
the Russian master, ^Ir. Tschigorin with whom he had played on two previous occasions. 
The first time in the Vienna International Tournament of 1882 Mr. Steinitz had tied for 
first and second prizes with Herr Winawer, while Mr. Tschigorin did not secure any 
prize, but in the personal encounter with Mr. Steinitz each won a game. On the second 
occasion in the London International Tournament of 1883, players came closer 

together, for ]Mr. Steinitz won the second prize and Mr, Tschigorin the fourth; but the 
latter won both games in the personal encounter between the two players. Mr. Tschigo- 
rin was already universally recognized as a first-class master, but more especially on ac- 
count of his style being characterized by the rarest dash and brilliancy of combination in 
the conduct of the King's side attack as well as by exactitude of calculations in the end- 
ing. His selection for the championship contest was warmly approved by most con- 
noisseurs, and the choice of Mr. Stcinitz has been since fully verified by the fact that Mr. 
Tschigorin tied for chief honors with Herr Max Weiss of Vienna among twenty compet- 
itors in the Grand International Tournament of the Sixth American Chess Congress held 
in New York in the Spring of 1889. 
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The preliminaries were easily and most amicably settled between the two players by 
correspondence. It was arranged that the contest should be limited to twenty games in- 
cluding draws, and that the winner of the majority should be declared the victor. The 
stakes were fixed at a minimum of $600, but were afterward increased by liberal sub- 
scriptions of the members of the Havana Chess Club to very nearly double that sum. 
The Havana Chess Club also provided for each player fees of $250, free passages from 
and to New York, and prizes of $20 for the winner of each game and $10 for the loser. 
In case of draws each player was to receive $10. In other repecls the rules of the cham 
pionship match between Messrs. Steinitz and Zukertort played in 1 886 were adopted, 
and it will hardly be necessary to repeat those rules, excepting to state that the time limit 
was fixed at 1 5 moves per hour. 

The conte.st duly commenced on January 20th, 1889 at Havana, but was brought 
to a close on the 24th of February. Mr, Tschigorin obtained the lead over his opponent 
by one game three times during the contest, namely after the first, the third and the sev- 
enth game. Mr. Steinitz scored one ahead after the fifth game and then again after the 
ninth. He then kept the lead up to the end of the contest, at the finish of the 1 7th game, 
which resulted in a draw. As the score stood at that time Steinitz 10, Tschigorin 6, the 
additional draw made Steinitz the victor of the contest, for only three more games re- 
mained to be played and Mr. Tschigorin was bound to be one game minus even if he 
won them all. 

It was then arranged that the last three games should be played in consultation be- 
tween Mr. Steinitz and Dr. Gavilan on the one side, against Mr. Tschigorin and Senor 
Ponce on the other side. The result was that each party scored a game and one was 
drawn. It was, however, distinctly stipulated that the Tschigorin party should have the 
move twice (though it would have been the turn of Mr. Steinitz to have the first move if 
the main contest had proceeded), in order to test further the new defence adopted 
throughout the contest by Mr. Steinitz; on the other hand, it was also agreed that the 
Steinitz party should again play the Zukertort opening for the purpose of giving the op- 
ponents an opportunity of trying a new line of play. 

First-class masters when engaged in such serious contests generally select for the at- 
tack and the defence such openings as in their own respective opinions will yield them 
the best prospects of success, and then persist in adopting the same line of play unless 
they become convinced of its unsoundness. Messrs. Steinitz and Tschigorin pursued the 
same plan in their series of games and consequently only the Kvans' Gambit and the ir- 
regular debut I Kt — KB3, which is sometimes named the Zukertort Opening, were 
played throughout the contest with the exception of the third game in which Mr. Tschi- 
gorin opened with the Ruy Lopez. But we wish to make some special remarks on the 
new defence adopted by the author in the Evans' Gambit, as it affords striking examples 
of the application of, and the selection between, some of the different maxims laid 
down in^our chapter on “The Modern School and the Principles of Play.” It may be 
said of the Evans' Gambit that it puts the modern theories to a crucial test, for a Pawn is 
given up on the extreme Queen's wing for a remote attack in the centre and against the 
adverse King. For the ending, the defence ought to have a winning superiority, as iiis 
being a Pawn ahead is also greatly strengthened by his having the majority of Pawns far 
away from the hostile King, which invariably has to Castle on the King's side early in 
this opening. But the chief difficulty for the defence is the formation of White's two 
centre Pawns at Q4 and K4, and the powerful ranges which the latter’s two Bishops ob- 
tain against Black's King's side after Castling, more especially that of White's QB at Q 
Kt2. 

It was chiefly with the view of obviating those difficulties that the author after the 
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moves I P— K4, i P— K4; 2 KKt— B3, 2 QKt— B3; 3 li— B4, 3 B— B4; 4 P— QK4, 4 
BxKtP; 5 P — B3, 5 B — R4; 6 O — 0 , introduced the move 6. . . .Q — B3 and we now 
jiropuse the following continuation: 7 P — Q4, 7 Kt — R3 (in the games of the contest the 
author played 7. . . .KKt — K2, which on further analytical examination we find to be 
much inferior to the move llo^^' proposed). There are now several lines of attack, but 
anyhow the most interesting is the one based on Mr. Tschigorin's idea applied in actual 
play against the other defence 7. . . .KKt — K2 namely: 8 P — Q5, 8 Kt — K2; 9 Q — R4, 
9 B— Kt3; 10 QB— KKts, 10 Q— Q3; ii Kt— R3, ii P— QB3; 12 QR— Q sq. At this 
juncture Black has to take the choice between retarding his development for a long time 
or allowing two ‘‘holes’' (compare p. xxxi, chapter on “The Relative Value of Pieces, 
etc.") to be formed in the centre. As will be seen the two holes are more dangerous 
to his game than the block that White will create. If, for instance, 12. . . .P — KB3; 

13 PXP, 13 QXP; 14 Kt— Kts, 14 PXB (or 14. . . .B— B4; 15 B— K3, etc. Or 14 

B — B2; 15 B — Q5, 15 Q — Kt3; 16 — K3, 16 Q — R4; 17 Kt— Q6 ch., 17 K — B sq.; 
18 QXQ, 18 BXQ; 19 BXP, etc.); 15 KtXKP, 15 Q — B4; 16 Kt — Q6 ch., 16 K — B 
sq.; 17 KtXB (not the tempting 17 QXQP on account of 17. . . .Q — B3!), 17. . . .QX 
KKt; 18 KtXB and wins. The defence has therefore to resort to the line of play that 
actually occurred in the contest in a similar position and the game would continue 12 
. . . .Q — Kt sq.; 13 BXQKt, 13 KXB; 14 P— Q6 ch., 14 K — B sq.; 15 Q — Kt4. This 
IS no doubt much superior to 15 KtXP to which Black would reply 15. . . .B — B4. And 
now Black’s pieces are certainly shut out uncomfortably for the present, but our theory 
is that White s QP being too far advanced will require the protection of Queen and 
Rook for some time, and if lilack’s King can only be guarded against any attacking 
surprises the defence ought gradually to obtain the best of the game with the majority of 
Pawns on the Queen’s side and the two Bishops. For that purpose we would advise 
even to give up the Pawm gained and to proceed with 15. . . .B — Q sq. at once, if only 
for the reason that if 1 5. . . . P — B3 White might have some good sacrificing opportuni- 
ties by 16 K — R sq., 16 B — Q sq. ; 17 KtXP, and if 17. . . .PxKt; 18 P — B4. However, 
after 15. . . .B — Q sq.; 16 KtXP, 16 P — QR4 (not 16. . . .P — QKt4; on account of the 
rejoinder KtXBP, etc.); 17 Q — Kta (if 17 Q — B5, 17 Q — R2; and after the exchange of 
Queens Black has the superior game with 3 combined Pawns available for advance on 
the Queen’s side, as against 2 separated ones of the opponent, besides that. White’s QP 
will be weak), 17 P — QKt4; and we believe that Black ought to be able to extricate 
himself with the superior game. 

In refere xe to the Irregular (Zukertort) Opening w'hich was invariably adopted by 
the author in this contest, we may state that we had never previously tried this debut in 
actual play. But we essayed it on this occasion for the purpose of testing our theory as 
regards the inadvisability of pinning a Knight early in the opening (especially the KKt), 
(compare page xxx) against that of Mr. Tschigorin who was evidently not of the same 
opinion. For in the celebrated match by telegraph and correspondence which was won 
by .St. Petersburg against London in 1888, and in which Mr. Tschigorin was the leader 
for the Russian side. Black (St. Petersburg), in one of the two games of the match, after 
the moves i KKt — B3, i P— Q4; 2 P — Q4, answered 2. . . .B — ^Kt5. It was naturally 
to be expected that the Russian master would try the same experiment against the 
'author, and we believe that not alone our actual score in this opening, but also the 
most stringent analytical examination of the play on both sides will now verify our view that 
2. . . .B — Kt5 ought to place the defence at a disadvantage. The ^act that Black was 
enabled to double the KBP in no way militated against White’s game, and on the con- 
trary, at this early stage, before the exchange of Queens, it strengthened White’s centre 
for the attack, which was greatly supported by the combination of two Bishops that 
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White had obtained in the opening. Some very interesting situations favorable to lively 
King’s side attacks, occurred for White, notably in the 4th, the 8th and the 10th games, 
in consequence of the Russian master having early attempted to convert the debut, 
which is of a close character, into an open game. In that connection we consider it 
due to mention with special gratification and thanks that a prize of 300 francs, oifered 
by his Serene Highness Prince Dadian of Mingrelia for the game of the contest which 
he would adjudicate as the most brilliant, was awarded to the author for the 8th game. 

It may also be fairly claimed that the result of the contest affords a strong confirmatior 
of the correctness of our modern theories in general. For Mr. Tschigorin is undoubt- 
edly one of the most skilled and ingenious experts in the King’s side attack that ever 
lived, and naturally, therefore, shows in his style a marked preference for the aims and 
tendencies of the old school. We have already explained our own views on that sub- 
ject as far as possible within the scope of this treatise, ami we may only add that in the 
games of this contest, as well as in previous ones against other great masters, we have 
always tried to conform with those ideas to the best of our ability for the time, and as 
much as was practicable under peculiar conditions of match play, such as pressurcof 
time limit or the difficulty of calculation in original positions in which the judgment 
could not be assisted by previous experience. We now submit to our readers the games 
with our owm, annotations, revised and amended from the International Chess 
Magazine. 
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tiame 1. 

Gambit. 

IVhite, 

TH. TsciirnoRiN. 
Black, 

W. Stkinitz. 

jP - K4 
lp-K4 
ft KKt B3 
“OKt -H3 
n B- 

“B 14 

. P-gKt4 

^BXKIP 

rP--B3 

R4 

Dg-B3 1 

7^-04 

/Kkt -K2 
n Kt -Kts 2 
OKt-gsq. 3 

nLl2l 

dpxQP 



AUb ..Kt3 
ai B-K3 4 

AAp_g 4 5 

4q BxP 

A^KtxB 

4 QpXKt 

4 i QKt-B3 

Ksci. 6 
A pKKl -K4 
-Kt3 

I 

I0i> -QB3 
R_Ksq^ 
i I «— gz 

4nK t-BS 8 

IOrxR ch. 

4 

l0(^ (,>3 



“Ao'xKt 

--ivtxP 

fiflKt gB3 

yq KtXB 

6dl'xKt 
0 | R K sq. 

44p-KR3 

9cE::2s 

ouKt-Kis 0 
-- R-Qsq. 
flOKt-gP 
g-K 5 D«I 0 
6 ' RXP 11 


Game 1— confd. 

op BxK t 

«0R-R8ch. 

fldgxR 

onli^E 

«Uq_K 5 
„.P-KRt3 12 
«Ap«_KR4 
no Q— Q4 
«“Q— B 6 

no Q -K3 

«WQ-g 8 ch. 

K-Kt^ 
04g - B; ch. 



OOg— B 3 ch. 

R-Kt sq. 18 
aOp~R5 



OOg— K5 

qflIiXZf 

owg- R8 
.«Q B 8 ch. 

4Uk— R z 
,,g-Ki4 
41g-R7 cli. 

4fig_R8 ch. 
in B— Ktsq. 

44K_Kt sq. 
--g— B 8 ch. 

4bK-R2 

in Q--gB5 

^Dg...g6ch. 

,„K-Kt2 


g-gz 

15 

,B-g4 

16 

IP- B3 


,K -B3 



49 p -gKt4 

0Ug--^Ki2 ch. 
r. K-Kt 3 
ulp- KI5 
Q -KBs ch. 
OflK Ktsq. 

P -KtS _1 7 
OOpxP 
^,g - K6 ch. 

54 k.-r 2 



O0Q-gB2 ch. 


0Jg_gB2< 

OOp- Kt3 
g--B6__ 
0 / g— B sq. ch. 

rn ^~B 4 

3 “Resigns. 

^ See Diagram page 168, 


Game 2. 

Irregular Oftnittg. 

/ White, 

'^V. Stiinitz. 

Black, 

M. Tschigorin. 
.KKt-B3 
^p-g4 

9^g4 

«B- Kts 
oKt Ks 
»h R4 

i g-Q3 IS 
^g-Bsq. 19 
pP — gB4 
Op-KBs 
oKKt-B3 

Dp=k 5 

uKt -B3 
'B-Kt3 
oQ Qsq. 80 
°P-B3 

q?J^3 

SB-g3 

inlLi?? 

lllKt-K2 
R ~^B sq. 

llKt -g2 
,^KKt-R4 
IGP-KB4 
P-KKt4 21 
lukt -B3 
.. P--KR3 
l^Kt Ks 

4|: «-^3_ 

IOkBPxP 22 

i 

iOkKtxKt 83 
.-BxKt__ 
A'pxb 

Iob— k2 

..PXP 24 
lop K4 

“Ug_g2 

as 

fllR -gsq. 

««R^ a« 


Z3SS— 87 

,. p-Q6 Dtae 
64g_K3 29 

“®QX6 f 

np BXQ 

GObxP 

„-KO<B__ 

fl/RXKt 

t See Diagram page 168. 


Game 2^conf d. 

30 

^OR— Kt3 

yn ^xR 

fiUjcxB 

nn R-B 8 ch. 

«Uk— H z 
n 4 B- -B 7 ch. 
oIk - B 3 
qi|KR— B s ch. 
o“k— k 3 
on KR-B; 

0 Or— K ts 

n-RxgKtP_ 

o^RXKKtP 

OcRXKKtP 

0Op_KR4 

op RxQRP 

0®K--B4 

q 7 Zz 23 __ 
O'R— Kt; 

«« R-R6 

uOResisns. 
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Tschigorin v. Steinitz. 

1. Game 1.— See our remarks on this move in the introduction of this series of games. 

2 . Game I.— Apparently strong, but not as good as the line of phiy subsequently adopted by Mr. 

Tschigorin, viz.; 8 QB --KKt5, 8 Q —QSi 9 P — QS- 

S. Game i.- We think the best plan is now to simplify matters by 8. . . .P — KR3; 9 KtXP, 9 R — B sq. ; 
10 KtxKP, 10 KtXl^t; II PxKt, ii QXP; and though Pawns are even, we much prefer Black's 
game as White’s QBP is weak and his QKt has little scope for action. 

4 . Game i. If 11 P -K5, ii Q--QB3; 12 QKt - R3, 12 Kt— B4; 13 Kt -B3, 13 Kt — K3; with an ex- 

cellent game. 

5 . Game i. — Black gives up the P gained in order to l)reak up the adverse centre and in the hope of 

gaining material after castling. However, the liad position of his QKt is a drawl>ack to his game. 

6. Game i. — This premature attack is fully neutralized by the opponent’s very clever play. P — QB3 

at once was much better. 

7. Game i. — Defending everything indirectly. Of course Black ilare not take both Knights on account 

of the ultimate R— K sq. 

8. Game i. - Wc believe that Q — QR4 instead was muck stronger and would have made it very difficult 
for Black to release his pieces. 

9 . Game 1. A weak move which gets Black into trouble. lie could still retain some advantage with 

hopes of winning hy 25 QXP; 26 QxP» 26 Kt R4, etc. 

10 . Game i . — ^An excellent rejoinder which gives White anyhow sojne attacking initiative. Sec Diagram, 

page 166. 

11 . Game i .-—An extraordinary blunder. Black overlooked that the check at R8 was guarded by the 

Q. 27 R- R4; 28 BxP, 28 R-— Kt4; 29 B — B2, 29 Q — B3 left Black still with a good game in 

which he could easily effect a draw almost at any time. 

12 . Game I . --Not a good move. Q to either B sq. instead, followed by P -KR3, and K- -R2 would 

have soon secured White’s King against all danger of Ixjing hunted by checks, and would have 
given freedom to White’s Q and B to operate in conjunction w^ith the Pawns on the King's side. 

13 . Game i. — At this stage the gcime was adjourned, and Mr. Tschigorin sealed the move in the text. 

14 . Game i.— If 38 QxQ; 38 PxP ch.; 39 KxP, 39 PXQ; followed by P KB3 and P ~KKt3 drawing 
easily. 

15 . Game I.-— Feeble. If anything could lie hoped for, P—QKt4 presented the l)est ch.ance of offering 

resistance. 

16 . Game i. — An excellent move which shuts out the a*lverse Q and prei>ares White’s attacking advance 

of Pawns. 

17 . Game 1. — White’s attack is now obviously irresistible, llic latter part of the game has been jdayed 

by Mr. Tschigorin with consummate mastery. 


Steinitz v. Tschigorin. 

18 . Game 2. - In the correspondence match lietwccn I.ondon and St. Petersburg, the former party 

played here 1 ^— KKt4, which is inferior to the move in the text. 

19 . Game 2.-Best. If 4. • - .P--QB3: 5 y--KR 3 , 5 KKt B3; 6 P-KB4, 6 P-KR3 (or 6. . . .QKt- 

Q2; 7 P KKt4, 7 KtxKt; 8 BPxKt, 8 BxP; 9 Q— KKt3 and wins); 7 P— KKt4 with the supe- 
rior game. 

80 . Game 2. — ^White is still ahead in the development with one minor piece, albeit his retreats of Kt and Q. 

81 . Game 2. — ^White has now we believe some adv.'intage in ^xisition. 

88 . Game 2. — A grave error. Black evidently speculated on White’s replying RPXP» whereupon the 
the reply KtXBP would win. 


(Continued on page 167.J 
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GAME NO. I. 

Move 27. Q — ^K5. 

Pap^o i<)6. 

HLACK— W. STEIMTZ. 


GAME No. 2. 

Move 24. V— Q6. 

PaKc: z66. 

BLACK^M. TSCHIGORI.V. 




WHITE— M. TSCIIIGORIN. 


WHITE— W. STKINITZ. 


GAME No. a. 

Move 76. B — B sq. 

Page z66. 

BLACK— W. STEIN ITZ. 



GAME No. 4. 

Move 16, Kt— Kt5. 

Page 170. 

BLACK— M. TSCHIGORIN. 



WHITE— M. TSCHTGORIN. 


WHITE " W. OTEINITZ. 












STEINITZ-TSCHIGORIN GAMES. 


169 


fConiiniieJ from page 167 J 

23 . Game 2.— If 16 QKtXQKt; the reply 17 KtxKt wins a piece, for after 17 KtxQ; 18 KtX<i.\ 

Slack’s B remains attacked. 

24 . Game 2. — Simply QXP was imich stronger. He now In^comes exposed to a strong attack in turn. i 

26 . Game 2. —Perhaps good enough, but probably 21 Kt — B3, 21 B — Kt5; 22 P— K4, 22 BxKt; 23 Rx 
B, would have won with less difficulty. 

26 . Game 2.' -Black may now win the QP, but will lose another with the much interior game. 

27 . Game 2. — Disastrous. lUit he could not hold out for long by adopting the other alternative 23 

XP; 24 QxQ, 24 RxQ; 25 P KB4, for if 25 B — B3; 26 J’XP| and Black dare not take cither 

with the Kt or the B, as White after exchanging would ultimately gain a piece by R — B8 ch. 

28 . ( lame 2. — Decisive. Sec Diagram, page 168. 

29 . Game 2.— Some bystanders afterward thought that 24 Kt — R5; threatening Kt — Kt 7ch., would 

have turned the game in Black's favor, and no doubt it gives the defence a strong counter-attack in 
all variations, excepting against the ingenious reply 25 K — B sq., pointed out by Senor Ixipcz with 

the probable continuation: 25 Kt— B6; 26 PxR, 26 QXQ ch. (or 26 QxKtP; 27 PxKR 

ch., 27 RxR; 28 Q—Qs ch., 28 K — R sq.; 29 R— R sq., etc.); 27 Rx 9 , 27 RxR ch.; 28 K — K2, 
and wins. 

30 . Game 2.— White wins without much eftort. 


Tschigorin v. Steinitz. 

31 . Game 3.— It would have been Ixsttcr to wait with.this move until White played Kt— Q5, and to cas- 
tle first. 

82 . Game 3.-- The more defensive Q-— K2 was probably Ixjttcr. 

33 . Game 3. — Threatening KtXBP. 

34 . Game 3. — Black could have won the Queen here temporarily for only two minor pieces, but his 
game would have been so much disorganized as to become indefensible, e. g, 17 BxRt, 17 PxB; <6 

BxPf 18 BxB (if 19 KtxP| 19 Q — Kt3 ch,; 20 K— R2, 20 BxB and wins); 19 Kt— B5; 20 Q 

XKt,! (if 20 K — R2, 20 Q— R4 and though White may now capture the Kt, and afterward take 
the R with the B, Black will be able to make a better fight than in the line of play we propose), 
20 PXQ; 21 BxR, 21 QxB; 22 KtxP, threatening Kt— K6, 22. . . .Kt— Kt3; 23 KtXRi fol- 

lowed by R — Q2 and doubling Rooks with an easily won game. 

86. Game 3.— An error which costs the exchange. Black might have obtained a defensible game 

by 20 QXQ; 21 BxQ (if 21 PxQi 21 BxKt; 22 PxB, 22 KtxP and should win), 21 P — 

B3 (not 21 BxKt; for as Mr. Tschigorin rightly jmints out White would then obtain the advan- 

tage by 22 PxB, 22 KtxP; 23 R— QB sep, etc.); 22 BxKt, 22 PxKt; 23 B - Q5, 23 B— QB3; etc. 

86 . Game 3.— We believe P— R5 was better, as White had then the option of advancing the RP further 
and trying to get up an attack against the adverse QRP, or else he could exchange Pawns at a 
convenient time and open the QR file for his R. 

37 . Game. 3.— If P--KKt4Wliitc would have answered P—KR4, followed soon by R— KR sq. after 
removing the King. 

88 . Game 3. — White plays with consummate mastery. 

89 . Game 3. —There was nothing better. If P-— Kt4ch., White after retreating the K would have 

played R — K sq., followed by withdrawing the other R and R — K6, Black’s R could not then 

oppose at K .sq. on account of the rejoinder RxKt ch. 

40 . Game 3. — Loss of time. The King had to make his exit on the Queen’s side later on, and it was 
much better to enter on that retreat at once. 

41 , Game 3.— A profound move. White perceives the exigencies of the position with an acumen that 

hardly finds its equal in any ending previously played over the board. It is impossible to enter in 

(Continued on page 17 1,) 
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Game 3^ 

Ruy Lopet. 

White, 
Tschigorin. 
Black, 

W. StcinitK. 

iP- K4 
Ip— K4 
oKKt-B3 • 
"QKt-B3 
B— Kts 


P <e >3 
P (,)4 


3 

Q2 

pPxP_ 

3pxp 

nO- O 
Ob C,)3 
nKt- B3 

• Iv' Iv' 


31 


KKt --K2 
oB KKts 
Op B3 
pB_K3__ 
"() O 

,„B -gB4ch. 
IUK- Ksq. 

. QKI-* KtS 
llKt -yB sq. 



Aay -K sq. 32 
.„ gK-Qsq.33 
l«OB KKts 

. .B K2 

l^tjKl— y sq. 

irV-Q14 

i3ki~k3 

16!;-“’- 


; - KR4 
A*B K2 

1 !25_ 

^0c^-VB3 
A0j5_Ksq. 
20? " 
21 


34 


KIXVBP 35 
BxKt 


22 


BXB 

QXQ 


Bxg 

KtxQBP 


"Kt- Q3 
,B-Kt3 


fl^BxKP 

iiOBxKt 

««PXB 


jRXKt 

fR"^5 


»P~QKt3 


Gime 3— CMitU 
UqKR— Q sq. 


^K—i} sq. 
,K--Kt2 


36 


»P- QR4 
.B-B2 


««P KKt3 37 
0 | P k:r4 
01 k— K t2 


32 


35 

36 


P-KB4 


UQK -Bsq. 40 
RXBP ch. 
U0K-‘K2 

ch. 

4Uk g2 


^Ip KRs 

A0~^:!!±— 

^flR-KKt sq.di 



•4ur - Kt; 

,^B KBsch. 
44 k ._'H 3 
.- P-Kt3 41 

40 b— B y ch. 
K.-R3 


46 

4^RXBP 

4 0 K-Kt2 

4or_bs 

^0B-gB4 

50]L-<^5^ 


RXKt6 ch. 
K R2 


42 


y2 

R K6 


S^Kt— KB4 
B-QB4ch. 
OflK -B2 
ro l<-93 
OOp— KR4 
B-QKts 
04k— KKts ch. 
-pK R2 [43 
OOr— RS ch. 
rn R-R3 
00ii--.g3 ch. 
„I^Kt2 
0/k-K 


58 


Kts ch. 
K Bsq. 


JKl— Kt .6 ch. 
^ See Diafuain page x68. 


Game 4. 

Irregular Opening, 

y White, 
Stcinitz. 
Black, 

M. Tschigorin. 
.Kt-KB3 


■PXP 
|K R3 

Game S—eonfd. 

,.„K-B2 

ip g4 
«P-Q4 


•P-H4 

KXP 

“B Kts ' 
„P-B4 

51 

K-B3 

B-Kt3 

OUp._ R3 

ppR— KR6 44 

UBxKt 

jKtPxB 

52 

'p KR3 
,P - KR5 38 

OUr—BscH. 

„,K-Kt2 

4p-K3 


'PXP 39 

rB-Ba 

0,R - gB6ch. 

''gxp 

»P--K4 _ 


k K2 
,R -K5 ch. 

0“K- Kta 

DoR yB4 

“B-Kts ch. 
irKt B3 


^R KBsq. 

64^'’* 


*K-B sq. 


B— Q sip 
„^R— KR2 45 

OOkTlks — 

R-Kkt 7 

O/kt-vai 

-A)R -KR 3 


V - yR4 54 
u y2 

gKt- 1J3“B5 

qI'-VS 

"Pxl’ 


8, 


10 ?= 


1)B-KB3 

,R-kR7 


“Kt-gs 
llH Q3 

12 


66 


OOB-gsn. 
■7n »-<.>«4 
•Ur— H 5 
,R KB3 


yik-gj^ 

„„ R-Kfct7 
/“K— Kt sq. 
^n R(B3)-B746 

93 

n|K -R3 
/4r gy 

i7cR 

'Or g3 
^o B-Bsq.47D* 
'OKt— K3 
yy R-Qy 48 
''R B3 
i7o R K4 
' 0 r_B 2 

yafefe- 

BOjSn 


O 0-0 57 
PXB 

kt'xP ch. 
QXKt 58 

gx"R ch. 

K— K2 

gxp 

R QKt s.]. 

gxRo 

Kt — QKts Df 

59 


13 
14; 

15 

iOgr-Kj 

IIT< ^Xl* 

i'g - gKi3 

18" ■ 

19 


R -gB .S(1. 

Kt- KR3 60 
gxKKtP 

PXP 

QXBP ch. 


fiUgxQ 

^jR XQ ch. 
Zlk— Kt sq. 
ooKBXP 


49 


"Resigns. 61 


>sq. . 

OlKt— 14 
»„R-B 6 ch. 


OOK-Ktsq. 
nnR -RS 
0” Resigns. 50 
t See Diagram page 168. 


Game 5. 

Evans Gambit, 

White, 

M. Tschigorin. 
. Black, 
Steinitz. 

6P--K4 

Ip K4 

n KKt-B3 

^9Kt— B3 

nB-QB4 

UB-gB4 

jP — 9 Rt 4 

^BXP 

rP-R3 

OB-R4 

p O-O 

0g.„B3 


7 P-Q4 
* KKt— K2 


B 


B-KKtS 
9-93 62 
n9-9Kt3 
OQ-O 

10B-9Kt3 63 

ii?><£ 

iig-KKt3 

6 0<j- QR3 64 
i“R-K sq. 
i o 9Rt — 9 ^ 

1 Up-93 



l^PXP 

. pB— KB4 
10 b— gB4 

10 b— KK ts 
jy B~KK t 3 


IB 

19 


9R-9sq. 

" KR 3 65 


BxKt 

KtxB 


66 


9 XB 
npKxR sq. 
^0g_Kt3 67 

0^R-93 68Dt 

“I 9 --B 3 60 

oo 9 — 92 

^^Kt-KKt 3 

nn Kt-Kt3. 

Z0gKt-K4 
^ R-KB 3 70 
fl4KtxR 
„-BxBPch. 
ZOgxB 

np PXRt 

flD9— 9 B 5 


.R. 


71 


esigns. 


t See Diagram page 17a, 
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( QmUinued from page ibg%) 

VR. extensive analysis, and we can only point out that if VfViite Viad stuck to Ivis KBP and given up 
the QKtP for it, Black could well give up ultimately the B for the advancing P, but would in the 
meanwhile direct the attack with R and Kt against White’s sole remaining QRP with almost a cer- 
tain draw and even some prospects of winning. 

42 . Game 3. — Of course if RxB White would answer RxRt ch. 

48. Game 3. — The maiiccuvre that follows* shuts up White's R for some time, but it is not satisfactory in 
the end. Black had more chance of a draw by 54. . . . R — By ch. ; 55 K — R3, 55 B — ( >3; 56 R — B 

2, 56 R—B4 (if 56 RXR; 57 B— B3 ch., etc.); 57 R - B3 ch., 57 B -B4; and we believe Black 

ought to obtain a draw by a scries of checks, or would win the KtP, which would, of course, also 
secure a draw at least. 

44. Game 3 — A beautiful move which compels Black ultimately to abandon his attack against the King 
as he is bound to protect his RP with his B. 

45. Game 3. -The co-operation of his R with the other is now secured in a iew moves, and White is 
bound to win, especially as he holds Black’s King tight in the last row. 

46. Game 3. - At this stage the game was adjourned till next day. White having sealed the move in 
the text. 

47. Game 3. — See Diagram page 16S. White threatens to bring the B - Kt2, followed by R QR7. 

48. Game 3. — The only correct answer. IfR — Kty ch., Black plays KB sq., followed by Kt - B2, 
which shuts out the R and must ultimately win the exchange by K — Kt sq. 

49. Game 3. — The rest tells its own tale. 

50. Game 3. — For if Kt — Kt2, White answers RxP. 

Steinitz v. Tschigorin. 

51 . Game 4. — Wc consider this not alone quite .sound, but probably the best answer against Black's 
early sally w*ith the (JB which is ])rematurc and altogether iinadvisable on general principles, as this 
piece is much wanted for the protection of the Q sale in this ojH*iiing. 

52 . Game 4. —The P cannot well be taken as it cannot be defended, and White obtains, therefore, a 

strong centre. If, for instance, 4 PXP; 5 P --K3, 5 P yKt4 (or 5 P — K4; 6 BxP, 6 Q — 

Q)3; 7PXP with an excellent game. Compare second consultation game, page 194) ;6 P— (^)R4, 6 P 
— QB3; 7 PXP» 7 PXP; 8 P -QKt3 with much the best of the game. 

53. Game 4.— Injudicious, as White gains much time in forming his centre by his reply. PXP was the 
only correct answer. 

54 . Game 4.— Under the circumstances Q — KR4 was no doubt much Ijctter. 

55 . Game 4. — Mr. Tschigorin Informs us that this was the result of a miscalculation. He had foreseen 
all the subseciueiit moves on both sides up to White’s 14th, but he had overlooked in his forecast 
that White's KR would then remain defended by the Q. 

56. Game 4.— Of course, if Px^ at once, Black replies QxR followed by Kt — By ch. 

57. Game 4.— It ii . . . .PxP; 12 BxP, 12 Q-K4; 13 PXB, 13 P-KB4; 14 R-R5, 14 Q-K3 (or 14 

. . . .P— QKt4; 15 KtxPf 15 PXB; if 15 KtXKt; 16 B -B3 and wins); 16 B— B3, 16 KtXPch.; 

17 QxKt and wins. 

58. Game 4.--Bclter than 13 K— K2, 13 Kt~Q5 ch.; 14 K— B sq., 14 QxP;i5 KtxP (or 15 Kt -Kts), 
15.... Q — Kt6; 16 B — QB3, i6 QxQ ch.; 17 RxQ, 17 Kt"“K3 and Black with two Pawns for 
the piece may make a long fight after the exchange of Queens, whereas the play in the text 
ensures White an irresistible attack against the adverse King, albeit Black has three Pawns for 
the exchange. 

50. Game 4.— If 16. . . .Q- R7; 17 Q— ^* 4 , *7 R-Q2; 18 R— QB sq., 18 P-QB3; 19 Kt—Q6 ch. and 
wins. 


(Continued on page 173.) 
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STEINITZ-TSCHIGORIN GAMES. 


GAME No. 6. 

Move 21. R--Q3. 

Page 170. 

BLACK— W. STEINITZ. 


GAME No. 6. 

Move 35. BXP- 

Page 174. 

BLACK— M. TSCHICORIN. 




WHITE— M. TSCHKSORIN. 


WHITE— W. STEINITZ. 


GAME No. 7. 
Move 31. KlxP. 

Page 174. 

BLACK— W. STEINITZ. 


GAME No. 8. 

Move 33. RxP. 

Page 174. 

BLACK— M. TSCHIGORIN. 



WHITE— M. TSCHIGORIN. 


WHITE— W. STSINIT 2 . 
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( Continued from page // /. ) 

60 . Game 4. — The following fine termination might have occurred in reply to 18. . . .P— QB3; namely: 
19 (^)n -KR4, 19 R — Q2 (or 19. . . .Kt— R3; 20 RxP ch., 20 PXR; 21 KtXP ch. and wins); 20 Q 
— K8 ch., 20 R — Q sq.; 21 KtXP ch., 21 QxKt, 22 RxP ch. and mates in two more moves. 

61 . Game 4. — White threatens mate in three moves, and there is no defence excepting R—Q2, which, of 

course, is as much as abandoning the game. 


Tschigorin v. Steinitz. 

62 Game 5. —This is forced. For if 8 (,)— Ktj; 9 BxKt, 9 KxB (or 9 KtxB; 10 KtXP and 

wins); 10 P ■ Q5 with a fine atiack. 

63 . Game 5.— Black might have kept the superiority of Pawns by exchanging QP, but obviously White 
would then have forced a centre similar to the one usually obtained in other variations of this open- 
ing, and all the stronger in the present situation, as Rlack*s Q was badly placed. The move in the 
text releases the defence. 

64 . Ciaine 5. -Preventing the development of the adverse QP, but only for a little time. 

65 . Game 5. — White’s position was already much inferior. If, for instance, 18 B — K2 Black could in- 
stitute a vehement attack by the answer 18. . . .P— Q4. The move in the text was, however a fear- 

ful error which cost a clear piece. 

66 . Game 5. - Black could also answer 18. . . .QBxRP; and if 19 K -R2, e, g. KBxP winning easily, 
but of course the play actually adopted is more than sufficient. 

67 . Game 5.— If Q or BxP, White could still hope for some attack by the reply R — KB sq., followed 
by Kt-KtS. 

68 . Game 5. — Sec Diagram page 172. 

69 . Game 5.— If 21 QxKP; 22 BxP ch., and obviously Black dare not take the B on account of the 

winning rejoinder Kt — Kt5 ch. 

70 . Game 5. — Desperate, but White’s game was beyond recovery. 

71 . Game 5. — Black had sufficient forces to win, even after 26 Q— KB5; 27 Q — Q5 ch., 27 K— R 

sq. (if 27 K — B sq.; White might still harrass him by 28 R— KKt sq.); 28 Kt — B7 ch., 28 Qx 

Kt; 29 QXQ, 29 R— KB sq. ; with three pieces for the Q and an irresistible attack. But of course 
the move in the text was the simplest and surest. 


Steinitz v. Tschigorin. 

72 . Game 6. — This is not as good as P — K3. 

78 . Game 6. — A counter gambit which already occurs in similar positions in the games between Labour- 
donnais and MacDonnell. 

74 . Game 6 . — Black wisely refrains from castling on the Queen’s side, as his King is wanted on the 
other wing for the protection of the KP. 

75 . Game 6. — A lost move, as the sequel shows. 

76 . — Game6.-If II PXP. n Kt— Kt3; 12 BxP, 12 KKtxBP; 13 RXBP, 13 KtXKP; 14 RXKt (if 

14 RxBP, 14 BxP with a strong attack), 14 KtxB; 15 K— B2, 15 KR — KKt sq.; 16 P — Kt3, 

16 B- Qs; 17 B— B3, 17 BxB; 18 KxB best, for if KtXB fhe reply R— Q7 ch. is fatal, 18 . . .Kt 
— K4 and Black, though a P behind, has an irresistible attack. 

77 . Game 6. — This leads to a general exchange of minor pieces which releases Black from the greatest 
part of his difficulties, whereas KB — B3 instead would have kept the attack well in hand. If Black 
answer 16. . . .castles; then Wliite could well proceed with 17 KtXB, 17 RPxKt; 17 P— K6, with 
a strong attack. 

78 . Game 6. — Ill-conceived. K — Ba was far better. 

(Continued on page 17 SO 



*74 

' 4 

Game 6. 

Irrtgular O^ing, 
White, 

W. Steinitz. 
Black, 

Tschigorin. 
KKt~B3 


STEINITZ;-TSCHIGORIN GAMES. 

Game 7. Game 8. 


10 



; i 

'BxKt 


KtPxB 


TXP 


.P-K4 

78 

•p -K4 

73 

,PXP 



gKt-B3 


P-B4 


R— g sq. 

ch. 

,B.-y2 

[74 

Ib — 14 


|R- Kt sq. 

76 

lkKt-K2 


BXP 

76 

Kt-Kt3 


|K-— B sq. 


'BXl* 


|R Kt2 


Ib-km 


Kt-B3 


‘Kt QS 


Kt-Vs 


M<t KB6 


,KtxB 

77 

•ktXB 


rRXKt 


RPxKt 


iRxR ch. 


'kxr 


iBxP 


'KtxBP 


|K- Q2 

78 


12 

13 

14 

15 

16 

17 

18 

19 

20 

2^Kt-Kt3 

22lr''‘' 


Evans Gambits 




White, 

Tschigorin. 


Black, 

W. Steinitz. 


a P-K4 
Ap- K4 
a KKt-Ba 

®B-B4 

j P-QKt4 

^BXKtP 

gP-^ 

*'B-R4 

Castles 


o: 




/KKt— K2 
QB-Kts 


qP-:Q5 ^ 

OKt-Q sq. 
1UB-Kt3 


86 


Game 6— confd. 
|gPXR4 


R4 


., Kt-R3 

Il0-Kt3 

in WXKt 

loRxB 

in KtXP 
IUQ--KB3 
. .Kt-Bj 

l^QXP 

ichj^L- 

lOp-^QBs 87 

i n P- - v6 Ch. 

AUK-Bsq. 


80 * • P -KR3 
n9-l^4 


89 


R- B sq. 
B-Kt3 


flOp_.R5 

30?Sr 

31 


18 


90 


P-B3 
R— ICB5 


^P K4 

_iq?L±s_ 
8lAwg~Q6 
88, gR-Qsq.91 
GUg-R2 98 

93 


Kt-K7ch__ , _ 

K-B5 84g.Kt--B2 
ZlK 


“RXR ch. 
iPxR 


“K- 

r>R- 


K2 

KKtsq. 


R— By ch. 
K-K3 


34 


24rxrp 

nr R-Kt5 

«0R--R6ch. 

OoK~Q4 


P 
BXP 


R6 

R4 

W 


Kt2 94auKt_K3 
(JKt — g4 g-P— -Kt4 

6\ipxFe.p 

ggKtXRtP 




Kt4 


Irregular Openings 
y White, 
mV. Steinitz. 
Black, 

M. Tschigorin. 

-KKt-B3 
AKKt— B3 
„P-Q4__ 

“P-Q4 

-P-QB4 


"P-K3 

i QKt-B3 

0 b=c 

0; 


89 


78 Kt--Q2 

astles 


0 


Castles 
P-K4 


PXKP 

KtxP 


OKtxKt 

« 0— 

*up KR3 100 

h2z52 

llR -Ksq. XOl 
1 n R-K sq. 

loQ- B3 loa 

in ” 

lUKt -Bsq. 

I’B-Qa 
j pP — B5 X03 
10 b— klsq. 


t- 




104 


17i>-_gKt3 

4oP-QKt4 
lOp— B3 
IjQ-Qs 


105 < 

106 i 


Game 8— conf d. 
»gR -K2 110 

'OKR.QKtMlU 

jgR- Kt2 118 

'»Q-R2 

inB-Bs 


Game 7— cont'd. 
,oP-B4 




'P— K4 
,Kt-R4 107 


31 


K-B2 
R— K2 


R3 U3 

4 


^KtPxP 

OPXBP 


“Kt-B5 

fjRXP 


Dt 


"B— R2 


PXR 

BXP 


79r 


^PXB 

BP-Kt7 


««R-KB6 
gp R— QKt5 

fl/Kt~Bs 


38 


‘^P-R8 (Q) 
.P-Kt8(0) 
'g-.QBSch. 
Resigns. 


fiOP-KR4 95 0 Ur^ZR 3 “«BxP 

8BD* g ^Kt-Bs ch. g , KIXP 97 Df g ,Q-B4 ch. 
fl^K— Bsq. wlKxKt fi4Kt— K3 

nr QXKtP nn P — B5 nr Q— ^4 

flOovO UflK-iKsn. fiO: 


^QXQ 

nKtXO 


' * See Diagram page 173. 


OOK-^K sq. 
noPXKt 
ap— RS 96 w OPXP 

■ K^Rsq. ni Kt-~K4 

*R— R4 O^Resigns. 

t See Diagram page 17a. 


P— KK4 
•g -B— Kt6 ch. 

dOic 


•B sq. 114 
QXB 


3Kt-Bsq.. 

bQ-B4 

®Kt-K3 
.B-Kt6 199 


oog— R2 
017 Q-P5 ch. 
WIK-Klsq. 
0(|P—Q7 


98fi*g-Kt3 OORcsigns. 
1: See Diagram page 17a. 
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(Continued front page 173.) 

79 . Game 6.— A grave error. As pointed out by Senor Vazquez, he could at least draw by 25 R— KB 

sq., 25 Kt— K4; .26 R— BS, 26 R R6 eh., best (if 36 K— Q3; 27 RxKt and wins; or if 26 

Kt— Kl5ch.; 27 K— B3, 27 Kt— B2; 28 P — K5 and wins); 27 K— K2, 27 RxB; 28 PxR 

and White ought to draw at least. 

80 . Game 6. — The march of this P is well-timed and goes the shortest road to victory. 

81 . Game 6. -Excellent play, as it blocks out the R from his most commanding tile and leaves Black 
the option of several winning attacks. 

88 . Game 6. — ^'Fhere was hardly anything Ixjtter, for if R — KKt5 Black would have answered R— KKt 
6, and if then the R moved to KB5, Black would capture the KP checking and wins with case. 

83 . Game 6. — As will be seen, Black has calculated to the end with great exactitude in order to comiter- 
act the last resource which White is trying to adopt. 

84 . Game 6.— Just as baxl was K — K5, as Black would also exchange Rooks and ultimately his Queen 
would check at R7 winning the adverse Queen. Again, if K B4 Black would proceed in a simi- 
lar way as actually played, and would ultimately win by Q— (J4 ch. and exchanging Queens by Q 
- K4ch. 

85 . Game 6. — forlorn hope. But, of course, White had no other resource. See Diagram, page 172. 

Tschigorin v* Steinitz. 

86 . Game 7. -If ii Kt— Kt3; I2 QKt— Kt5, 12 Q— B sq.; 13 B— K3, 13 P-QB3; 14 BxB, 14 Px 

Kt; 15 BxP with the much superior game. 

87 . Game 7. — Black is a P ahead, but his game is fearfully cramped. P — Q3 was obviously worse as 
White would exchange Pawns followed by R K sq. ch. 

88 . (iame 7. — An excellent move which establishes communication of the Q with the King’s side and 
gives White a powerful attack on that wing. 

89 . (Janie 7.- -This is the only reply, we liclicve, to counteract the thrcatennl Q— KR4. 

90 . Game 7. — If KtXP White would answer QxKP with the superior game. 

91 . Game 7. — Splendid play. The R exercises a powerful influence on that square for the ending. Ot 
course, if KtXB Black would answer Q — B4 effectively. 

92 . Game 7. — If Q — Kt3 White would exchange Cjueens followed by P--K6 with an irresistible attack. 

93 . (Jame 7.- White we believe missed here the opportunity of obtaining the victory by 21 P — K6, 21 
KtxP; 22 BxKt, 22 BPxB; 23 Kt— K5 followed by R~-Q3 with an irresistible attack. 

94. G ame 7. — Feeble. Kt — K3 was now the best defence. 

95 . Game 7. — This P is now entirely thrown away. He ought to h.'ive still played 23 Kt — K3; 

and if 24 B — B2, 24 P— KR4; 25 Q — Kt3, 25 P — R5; 26 (^)- Kt4, 26 (^) — K4 with good hopes of 
extricating himself and winning with the majority of I’awns. 

96 . Giime 7. — There was hardly any good defence. If 26. . . . Kt — K3; 27 KtXKt ch.,27 BPxKt ;28 Kt 
■ K7, 28 R— R2; 29 K— R sq. 29 B— sq. ; 30 KtxB, 30 KxKt; 31 P -B4, 31 KR -132 ; 32 P 
— B 5, 32 RxP, 33 RXR, 33 BXR; 34 R-KB sq., with an irristible attack. 

97 . Game 7.— Beautiful play. See Diagram page 172. 

98 . Game 7. — The ch. of White’s Kt at B6 is obviously fatal to Black’s game. If, for instance, 34 B 

— Q2; 35 Kt- B6 ch., 35 K— Q sq.; 36 Kt— Kt8, 36 R— R sq.; 37 R - -B8 ch., 37 B— K sep, 38 P -- 

Q7 and wins. Again if 34 B— (J sq.; White males elegantly by 35 P— Q7 ch., 35 BxP; 36 Kt 

—(^6 ch., 36 K— K2; 37 R— B7 mate. 


Steinitz v. Tschigorin. 

99 . Game 8. — ^With the intention of keeping the QP twice defended and m order to make the KP avail- 

( Continued on page tyy,) 
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GAME No. 9. 

Move S2....K— Q8. 

Paj^c 178. 

BLACK— W. STRINITZ. 



WHITE— M. TSCHIGORIN. 


GAME No. 10. 

Move 25. RxKt. 

Page 178. 

BLACK— M. TSCHIGORIN. 



WHITE— W. STRINITZ. 


GAME No. II. GAME No. 12. 

Move 13. yR — Kt sq. Move 57. RxKt. 

Page 178. P^ge 182. 

BLACK— W. STRINITZ. BLACK— M. TSCHIGORIN. 



WHITE— M. TSCHIGORIN, 
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Continued from page 775. 

able later on for an advance. But wc doubt the advisability of this plan which keeps the Black 
pieces shut up for a long time. 

100 . Game 8.— With the view of advancing P" K4 which he could not do at once as White after ex- 
changing would ultimately win a P by BxRP cli. followed by (J— R5 cli. 

101 . Game 8. — Again he cannot push the KP on account of the rejoinder Q — Q3. 

102 . Game 8. — A bad post for the Q and perhaps P — QB4 was his best resource at present. 

108 . Game 8. — By this manceuvre White blocks out two of the adverse pieces, but probably Kt — K5 
would have led to a more speedy and successful direct King’s side attack, for if Black took the Kt 
White could retake with the P followed by R — K3 and R -KKt3. 

104 . Game 8.-- More promising for the defence was probably 16 P — K4; 17 P — Q6, 17 B — ^Kt5; 

18 B -K4, 18 Kt -Q2; 19 P— Kt4, 19 P— gR4. 

105 . Game 8. -Necessary for if P - QR4 at once White would reply Q - Q4 followed PxKtP. 

106 . Game 8. — But Wliite could now easily hold command of the position on both wings by B — K4 
threatening P --Kt5. If Black drove back this B by P-— B4 then the formidable entrance of White’s 
Q at Q4 after retreating the KB would win. 

107 . White here overrates his attack the on King’s side, for as will be seen the entrance of the Kt at Kt 
6 which he speculated upon would hardly yield him any advantage. 

108 . Game 8. — White had to change his intended tactics. If 23 Kt— Kt6, 23 BxP; 24 KtxRt, 24 KX 
Kt; 25 g — R7, 25 B — K3; 26 15 -Kt6, 26 B — Kt sq. ; 27 Q -R8, 27 g — Q2 !; and merely at the cost 
of the exchange for which Black has already one P he blocks out the adverse Queen from the game. 

109 . Game 8. - -Obviously Wliite had here a draw by repetition of moves, for if he now played Q — K4 
Black was b«)und to answer Kt— B sq. or Kt Kt4, as he had to guard against the ch. of the Q, 
whereupon White could again attack the B by g — B4 ch. and compel the Kt to interpose. 

110 . Game 8. — Better than BxR, whereupon by the reply BxP ch. Black gains a second P for the ex- 
change and will also afterward exchange B for Kt which will make it very difiicult for White to 
win. 

111 . Game 8. —Probably his best plan was BxRP in order to fight out the battle with his passed Pawns 
on the Queen’s side, which wc believe would have given him a fair prospect of drawing. 

118 . Game 8. — Necessary, for if B — B5 at once Black would reply Q— Kt6. Though White apparently 
loses time, as lie has to go back again with his R to his former place, he in reality gains an im- 
portant move as in tlie meanwhile he compels the Black King to come out to B2. 

113 . Game 8. — Vorious moves were suggested here afterward for the defence, but all were found on ex- 
amination of no avail. If for instance, 31 BxRP; 32 QBxP, 32 Q— B4 (this seems best, for if 

PXB the R retakes, followed by QR— K sq.); 33 Q— Kt4 and wins equally, for if 33 PXB; 34 

Q — Kt6 ch., etc. 

114 . Game 8. — Of course nothing could save his game. If 35 K— Kt sq. ; 36 g>XB, 36 Q - R2 or R 

— Kt2; 37 B— R7 ch., 37 K -B sq. ; 38 B— Kt7 mate. 


Tschigorin v. Steinitz. 

116 . Game 9.— This is not a good move, for though Black ultimately wins the gBP against which he 
keeps the B directed, he exposes himself to a formidable attack. 

116 . Game 9.— The right play is here, 12 B— Q3 followed in reply to 12 BxP by 13 R -QKt sq., as 

played by Tschigorin in thf' 1 itn game. 

117 . Game 9.— A very ingenious resource under the circumstances, that Black is two Fawns ahead, and 
White at any rate equalizes that material advantage by force. Any other line of play would have 
left Black with an easily winning superiority. 

118 . Game 9. This, we l^elievc, is the simplest and best plan. After 22 RxP; 23 R— Kty, White 

will obtain a strong attack cither by R -Q sq. or R— QKt sq. 

(Continued on page tyg,) 
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Game 9. 

Evans* Gambit. 
White, 

M. Tsciiigorin. 
Black, 

W. Stein ITZ. 
P-K4 


P~-K4 
KKt -B3 


1 

2gKt-B3 
0B-B4 
»B -B4 

.P-QK 4 


*BxKtP 

cP-QB 3 

“B-R4 

[|Caslles 

V-B3 

P-Q 4 


7 


KKt— K2 
B-KKtS 


Kt -Q sq. 

lUp -QKt3 115 
. QKt-R3 

iip-(;)R3' 

.^B -Kt3 116 

IfiBxP 

.n QR-Bsq. 
i«Q-Kt5 
QKt Kt5ll7 


yxKt 

QXQ_ 

pxg 
RX 




a 

15 

16 

l^gKtxP 

IOkxb 

19?-^^ 


p-gB4 

PXP^./. 


®P-B3 

iBxKt 


“*'PXB 
O^RXP 
“*B— g2 

flflKR— gKtsq. 

RX R [1 18 
OURxR 

R Ktsq. 119 
fl4B B3 

Q-R-Ksq. 120 

ouiT 


28^ 

27 




-RS 

R-Kt2 


RXKP 


Game 9— cont'd. 

ini^-KR3 

iOK-g3 

g2 


R -gkc 

1-B3 

p. “ 


B 4 

31^"”" 


121 


-R6 
jKt — Kt sq. 

aR_g6 
5K-K2 
®P— K5 
|Kt— g2 


•'’R - K6 

35^"^" 


xl* 

Kt — Kt sq. 


U0K_KKt6 
nnK- H2 
01 R V6 
«-K -K2 


00 i>_R 4 122 

qn?!- V? 

00R--KKt6 

in— — 

»Ur.-R 6 


I^Kt Rsq. 123 
^^!!794 

42 


RXP 


RX(.>I<P ch. 
in K-K3 

^''RXI* 124 

’*B-H 


B3 
RXP 


gR; 

.„Kt-K3 126 
’“R-’gjr ch. 

17K B4 

’'B 02 


48 

49 




Kts_ 

B— K3 ch. 
K— K4 


R- Qs ch. 

«UR_g6 
_.Kt— gB4ch. 
olBxKt 

cq KXB 

o“R-g81261)* 
rnRXP 127 
o“P— k6 
C J ^ — Kt2 

o^inc'4 

»3 

OOK Ks 
OOr-KBS 


57 


Resigns. 


Game 10. 

IrrgnUar Opening., 
y White, 
Steinitz. 
Black, 

M. Tsciiigorin. 
^KKt-B3 
lp-g4 
oP-y4 
“B— Kts 
n P gB4 
OgKt— B3 128 

iP- Kj 

*P. Ka 
Q Kt3 120 


BxKt 

PXB 


180 


5: 

8 kPxP 
-BPXP 
/Kt K 4 

nPXP 

OKt g2 
Kt B3 131 
og K2 ch. 

inlJ^ 

lUg-Kts 



llKKt— B3I32 
.. R-gKt S 
In'R-gsq. 133 

1 ,1 Castles g side 

10p_gR3 

ijH-k4 

14b Kz 

j ^4' 

lOp— KKuisi 

ipB K6 

*0p gKt4 
4 7 B-Kt3 

A/Kt— Kt3 
IflKR Ksq. 

IOk gz 

1B-KB4 136 


19k 


gB sq. 

P-9R3 




Game 11. 

Evans’ Gambit, 

y White, 

M. Tsciiigorin. 
Black, 

W. Steinitz. 
4B-K4 
ip— K4 
„KKt-B3 
"gKt— B3 
oB B 4 
"B B4 
-P - gKt 4 
^BXP 
cP QB3 
°B— R4 
nCastlcs 


it 


133 

g4 


'KKt -Kz 
ijB-KKts 


9 


93 

p-gs 


Kt g sq. 
,Q~R 4 


I0i>_gKt3 
jjKt J <3 


140 

141 


12iW 

. nQk-Kbql42Di; 
1«B-Kt2 143 
4jKt B4 

l4g_B4 

15ILJS3 

iOp--gKt4l44 
apBxg 

i^pxg 

A »KK.gBsql46 
l'B-g3 


18 


BXP 


146 


PXB 

jKtxgp ch. 
*K gz 
iKtxB 


* See Diagram page 176. 


KKt5l36 
fi^Kt Ktsq 137 

OqBxB 
"“KtXB 
oqkt — K4 

^”R-gKtsql38 
„ Kt— B6ch. 

Z 4 k-Q sq. 

RXKt_pt 

aOkxR 
gxBPch, 
oOKt-Qz 139 

oy QXg 

“ ■ Resigns, 
t See Diagram page 176. 


“''B-gs 

oiKt)03 

“IpXKt 

nqKtXKt 


““KRxKt 
2gR— Kty ch. 
K 


g3 147 

n| B-K5ch . 

fl^Kxgp 

nr BXKt 
flOgR . QBsqy 


•RXk 


148 


Game 11--^onfd. 
,.B-K4ch. 
»0K--B5 

>n Rx»p 

» OR Kts 
»«P-K6 


fiORXR 

27^=23. 

«/R— B6 

t See Diagram page 176. 


ilp_( 

.R 




^Resigns. 
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( CofUintuuI from page tyy,) 

119 . Game 9. — An excellent move, which at any rate renders Black’s winning more difficult. If he al- 
lowed Black time to institute a double attack with K and B against the QKP, his game was goin* 
speedily. 

120 . Game 9. — If 25 Kt— -Q2, 25 R — Q sq.; 26 R — Kt2, 26 BxP; etc. 

121 . Game 9. — Black, we believe, could have here sooner forced the victory by 30. . . .K— B4; for if 31 
Kt— Kt3 ch., 31 K— KI5; 32 Kt— Q4 dis. ch., 32 K— B4; 33 R B2 ch., 33 KxKt; 34 RxB, 34 
XP; 35 ^ — ^ 7 » 35 ^ — Kt5 and Black will win by advancing his KtP and bringing his K up to yR8. 

122 . Game 9. — Black has gained time by his manccuvring with the R for this important advance. 

123 . Game 9.— Now, the only move, for if 41 Kt— Kt sq., 41 R— Q6; 42 K- K2, 42 R -KKt6; 43K--B 
2, 43 P— R5; etc. 

124 t. Game 9. — Very weak. Black could have won with facility by K— B3, which would have secured 
two Pawns plus. 

125 . Game 9. — Not good. R — Kt5 which would have compelled Black to retreat R — R2 in order to 
maintain his P was by far better, and gave him good hopes of a draw. 

126 . Game 9 — ^White’s K is cut off, and Black's passed P forces the victory. Sec Diagram page 176. 

127 . Game 9 . — X little better was 53 R -Kt6 ch., 53 K — K4; 54 RxP, but Black would also soon win, 

even in that case, by first driving the adverse King further off with 54 R — B8 ch, ; and then ad- 

vancing the P. 

Steinitz v. Tschigorin. 

128 . Game 10. — In the usual form of the Q’s gambit into which this opening generally resolves itself 
the present move is not considered favorable to the defence, but Black adoptird it, no doubt, with 
the view of attempting to break through on the 4th move. 

129 . Game 10. — We think this is the strongest continuation and the advantage of Pawns which White 
gains more than compensates the breaking up of liis centre and the doubling of his Pawns. 

130 . Game 10.— Obviously if 6. . .B - Kt5 ch.; White interposes the B. But it should be noticed that 

if 6. . . .QPxBP; 7 BxPi 7 Q— Q2; White should reply simply 8 PxP and not 8 BxP ch., where- 
upon after 8 VXB; 9 yxP» 9 K— Q2; 10 GXR, Black obtains a strong attack by 10 QXB 

P followed by KKt— B3 threatening B— Kt5 ch. 

131 . Game 10.— White might have won another P by QxKtP, but then after 9 Q — K2 ch.; 10 B — 

K3 (or 10 K — Q sq., 10 R — Kt sq. ; 11 QxBP, 11 Q— B3 with a strong attack), 10 y— Kt5 ch.; 

11 yxQf iiBxQch.; i2Kt-B3, i2KKt-B3; Black will recover one Pawn and will at least 
prolong the fight. 

132 . Game lo. -lf II 0 — 0 — O; 12 O — O — O, 12 Kt — Kt3; 13 y — B5 ch. and wins the BP, for 

should Black interpose the R then follows KB — yKt5. 

133 . Game 10.— If 12 0 — 0 — 0 ; 13 P— yR3, 13 y— y3 («r 13 y— R4; >4 0—0, with an irre- 

sistible attack); 14 QR— QB sq. followed by Kt- K4. 

134 . Game 10. — 15. . . .O — O would have also given him a very bad game 011 account of 16 (IB — KR6, 

and if 16 Kt— K sq.; 17 Q— KB5, 17 yKt— B3; 18 RxP ch., 18 KtxR; 19 R— KKt sq., and 

wins. 

135 . Game 10. — Threatening BxP> iollowcd by KtxKtP double ch. 

136 . Game 10. — This is decisive whatever Black might do. White had also the option here of winning 
two minor pieces for the R thus: 21 RxB ch., 21 KxR; 22 B-KI5, 22 Kt— y2; 23 Kt — K4, 23 
Q— Kt3; 24 KtXKt, 24 KtxKt; 25 Q -B6, 25 yxy ; 26 Px(?, 26 R K sq. ; 27 R- y3, followed 
by R— K3 ch. and wins the Kt. The play in the text is however stronger still, 

137 . Game 10. — If yKtXP White may proceed with RxB ch., and if KKtXP the answer BxB wins 
equally. 

138 . Game 10.— Nothing better, as White tlireatcns Kt— B5 ch., and if then K— K sq. he proceeds with 
Q— K4, whereas if the K move to y sq. Black obviously loses the (J by Kt— Kt7 rh. 

(CofUinned on page iSi.) 



STEINITZ-TSCUIGORIN GAMES. 


180 


GAME NO. 13. 

Move 41 . . . .R — Q6. 

Page 182. 

BLACK— W. STEINITX. 


GAME No. 14. 

Move 25. IJ -R3. 

page 184. 

BLACK— M. TSClllGORIN. 



WHITE— M. TSClllGORIN. 


WHITE — W. STEINITZ. 


GAME No. 16. GAME No. 16, 

Move 36. . . . R— Q6. Move 46. P — B4 ch. 

Page x86. Page 190. 

BLACK— W. STEINITZ. BLACK— M. TSClllGORIN. 



WHITE— M. TSCHIGORIN. WHITE— W.AtEINITZ. 


f 






















STEINITZ-TSCHIGORIN GAMES. 


i8i 


( Cmtinued from page 

189 . C^ame lo. If 26. . . .KtXKt, then of course 27 Q- -K5 mate, 
ch., 27 K -Kt2; 28 Kt— R5 ch. and wins, for if 28. . . .PxKt; 
move. 


And if 26 K— Psq. ; 27 QXR 

29 R — Kt sq. ch. and mates next 


Tschigorin v. Steinitz. 

1 ^* Game n. — Compare our notes to the 9th ^ame of the contest up to this point where Tschigorin 
here played H — KI3. The move in the text is by far superior and in fact it wins. 

141 . Game ii. -'riiere seems to have been no other course open to Black, as Kt — B4 was always threat- 
ened. 

142 . Game ii. — This l)eautiful waiting move wins by force. See Diagram page 176. 

143 . Game 11. - If 13 Q -K13; 14 BxKt. 14 KxB; 15 Q — B4 with a winning attack. 

144 . (iame 11. -Equally bad was 15 B -QS; l6 KtXB, 16 PXKt; 17 Bxl*, and of course if 17 

(,)XB; White wins the Q by Kt --(J6 ch. 

145 . Game II. -White would have made shorter ivork of it by P — (J6. If Black replied I*XP the Kt 
would retake checking and win a piece, whilst wherever the KKt moved the answer I’XP would 
equally win. 

146 . (iame II. Again llxP ft)llowcd if Black took the B by P — would win most speedily- 

147 . Game 11. -Black had only the choice of evils. If K —K sq.. White would double the Rooks on 
the 7th flic and also win wii.li case. 

148 . Game li — White's victory is now practically settled. 


Steinitz v. Tschigorin. 

149 . (iame 12. — White would not get a satisfactory game by 6 Q — Kt3, for after 6 BxKKt; 7 PXB, 

7 BxKt ch. ; 8 PxB, 8 Kt R4; 9 Q— B2, 9 KtXP; 10 BxKt, 10 PxB; 11 Q— R4ch., ii P--B3; 

12 QXP» 12 Q -Q4; we slightly prefer Black's game. 

150 . Game 12. - Neccs:.ary, for he evidently cannot Castle at once on account of the rejoinder BxP ch., 
followed by Kt Kt5 ch. if KxB. 

151 . Ciame 12. --R — B2 instead was much better, for he might have had an opportunity after doubling 
the Rooks of retreating his B ot once to K sq., which saved time. 

152 . Game 12. - ITeie again White ought to have first attacked by B — R5 compelling the advance of the 
QKtP which created a weak spot at Black’s 9B3. 

153 . Game 12. -Much superior to 19. . .Q— Kt4 to which White could safely reply 20 B— Kt3 and if 

then 20 RXP the answer 21 BxKt wins a piece. 

154 . Game 12. — Black’s attack in the centre is now exhausted and he must lose a P. 

155 . Game 12. — 26 Q -QR4 with the intention ot harassing the adverse Q with his Rooks would 

have failed on account of 27 P -i,)Kt4, 27 R5; 28 B~ R4, 28P -KR3; 29 P -KtS, 29 P— 

KKt4; 30 B — Kt3, 30 QxKtP; 31 ()XKP, and maintains his P ahead. 

156 . Game 12. — Much more simple and better was Q — KB4, threatening to enter at KR4 with the Q if 
Black refuse lo exchange. If Black answered Q-— Q6 then White could first playK— B2 followed 
by R_Q2 and Q- -K3 con«taally gaining lime by offering the exchange of Queens. 

157 . Game 12. Kt — R sq. as done later on Wiis by far better. 

158 . Gamci2.— 38P— B5, 38R Kt5;39P— Kt3(or39 B B2, 39 R-B5), 39....Kt— K4 would 
have been in Black’s favor. 

159 . Game 12.— Careless play which again gives Black an attack. 49 B K3, 49 RxR; 5 ® KxR, 5 ® 
Kt— Kt3; 51 Q-- K2, 51 Kt— K2; 52 R B7 would have given White an irresistible attack. 

(Continued on page 18 3») 
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Game 12. 

Iirrcgular Opening. 

PVhitv, I 


Game 12— cont'd. 
inK-Kt 3 


./v. 


»I>- 

KR4 

l‘’ 

Rt3 

•Kt 

Kt3 

|(^ 

ya 

'v 

"B4 

9 

K2 


\) Kt4 


Av. Stein iTz. 

Blacky 

M. Tsciiigorin. 

KKt-B 3 

iv\h 

oL-yi 

Zb— K ts 
nLjyH_ 
oKt 0 B 3 
, 1 > li3_ 

4i' ^3 

rK t--B3 

Oii KlS ' "“Kt- Rsq. 

dL*; V.?_“?Q 7 LJ 4 

OKKt K2 U/Kt J{2 


30 

31 

32 cp_r 4 — 

nnK-Kt£q.l 56 

““irnrsqTTs? 

' U2 


-34 

'®^Kt Kt3 


V 

B K 4 


K‘S 


7*1 „pB B2 

IB KB4 160UO(> 

q!!^ n«ll K 3 

OKtxli uoi>. 

oi'xP 

i 

lUnxKt 


158 


IZcastics 1^2 

OR- Bsq. .^U B2 
13 R““Ksq. 44 ^—^^ 

i 1 1 .*.:; 151 ^ ^K— (,)B sq. 

14(.)k.t k2 40j^ :ni!sq. 

V>*3 
10i> 


KB4 
.pR KRa 

■41(/- Ki] 

R B 3 


V»3 ’“Kt K3 
,KR VBs<i. K6 


.IBki' Kt3 

1/KKt Rs 
„KtXKt 
lORtxKt 


U KKt s(|. 



’“KtxBr 
4gRXRcli. 159 


- XR 

10 *’ J-M-_ i:n!LJ 5 i 3 _ 

^ORt B4 153 OUr Kt3 

9 n J r 4 ^‘I- 

^W() Kt4 OlK 


. Kt4 
n j K K scj 
“Ar K 3 
nP K4 


^Kt K 3 

52r“ 


9?L-il4 K 

““(^)R - K sq. OuKxl* 

onVlLi^? r.V-R6 

fl 0 lvt - (^)3 04r 07 


Kt5 160 

KR3 


iei 


Game 13. 

Evant Gambit. 
White^ 

M. Tschigorin. 
Black, 

W. Stcinitz. 

K4 


GametS-conTd. 

»n 5— Kt3 

*‘>P— VR4 171 
.«B K3 


“»BxB 

3o;?sis- 

Q i 

«^KtxB“ 

nnRXKt 


ufiR_R 272 

nn^R-Q^sq. 
«“R-K3 

1 * lU 173 




IP K4 
9 KKt 
«(jkt- H3 

qlL.?4 „ . 

WI 5 R4 u 4 R--R 2 

.P— (,)Kt 4 
^HXP" 

H R4 
g Castles 




kKt-K2 

P-Qs 

kt 


qci: -«S 

OUKi B mi .174 
qo'^' Va_ 

oOK Ksq. ■ 

07-! 

OIR K2 176 

qoSl-Xi 

oOl* Rf, 170 

0OJ>....Rt3 


qB- RKt5l64 ,^9 \<i 

^^R l<5~' 


lOK 


R4 


^R l<5 177 

jR (,)f>_178J)t 

KB3 IBS^HvtxR 179 

4 4B — VB sc|. joKtXKt ch. 

Ilir-Kl 3 Osrir~ 

aqK* -*<3 inVXHP 

iGP H3 ’^Ur rV ■“ 
.„H— Kt3 166-.(.) ns Hi. 
lOli- 14 ' ^^U'Ksq. 180 

,R <*> SI]. ipKtXK 


14,. ,,K4 

jrV R 5 
AOki 


;— 45; 


-kt2 
iqV- R6 _ 

l“Kt (.)sq. 

17'^l2- 

le’i 
zo:::-nr 
21',?” 


ilf'* 

Kt2 167 

R6 


ijxnp 
^^Rxg 

.nKl 116 
152"“ 

,gRXB 


181 


l*XP 

n„KtxKtrj.68 K 
““PxKt “ bOp 

116954|> 


l<XR 
rnKtXl^ 

"“Kxkt 

sife;;; 

52k 


I'XKt 
VXPOi. 
0UB_g2 


Kt4 

B3 

R4 

Kt3 

Kt4 


Game 13— cont'd. 

59'r 


sq- ' 
K~Hsq. 154, 
fibkt Bs 


26 


,9xKtP 


1(7 ’Kt4 155 
M< kt3 • 


jSr. -qs 
..RH ii 

— Game 12— conM. 

pnR— KB6 

24|C y sq. uSk-Bs 

„pR Ktsq.l70p„K. Kt2 

^UR— Ks ^0(.)-KKt2 

.„RyKtl62r.)*on() K6 

“«Kt -G3 "Ur G 6 f 

KI3 p„P (.)R4 

ORxBili. 
..K R2 

UUR -KB8 
_ -,R.-B7 

“Di.) kt3 u'R K7 182 

„,.G-B2 P-Rj 

1 U R-_( >158 163 w And wins. 

See Diagram page 176. 

B3 OOk-B; 

t See Diagram page iSo. 


61 


'kxktp 

|P“R7 

'kxp 

P RS queening 
P-Zr^ 

,(,) KKtS 


0uP-R6 

DqjL.^.?._ 
OUK R8 
OiQXP 


* Resigns. 
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(Continued from page 18 1.) 

160 . Game 12. — 52. . . .P — R5 was here suggested afterward, but wc do not think that Black. would 
gain anything after 53 BxP, 53 KxP ch. ; 54 K R sq., 54 R— Kt5; 55 B— B6, etc. 

161 . Game 12. ~ -This is a weak move which enables White to gain time. 

162 . Game 12. — Which wins by force. Sec Diagram page 176. 

163 . (iame 12. — 58 Q— KKt2 suggested by Senor Ponce would no doubt have prolonged the game, 

but even then Wliite would have obtained a sure victory by 59 () — ^6, 59 R— Ky; 60 QxQP. 60 P 
— R5; 61 Q -KB3, 61 RxKP; 62 R— QR6, 62Q— QB2; 63 y— KB4 threatening RxQRP as well 
as QxP ch. and should win. 


Tschigorin v. Steinitz. 

164 . Game 1 3. —In order to bring about the usual blocking position it is better to play Q -R4 first. 

165 . Game 13. — This is now a good resource. White can hardly affoid to take the B for the sake of 
gaining the KKtP, for after Castling Black will obtain a strong attack on the open KB file. 

166 . Game 13. — We do not think that White’s attack can Im: sustained now anyhow, but this ami the 
next move get him into trouble, and Black ought to win after that. 

167 . Game 13. -The repetitions were made in order to gain time for consideration. 'I'he moves on 
White’s part are of coursi* compulsory. 

168 . Game 13 - -Of cours(^ tin’s is forceil. 

169 . (ianic 13. The best <le*ence, we believe. If 23 Q-'B3;240 — B4, 24 Kt -- (^^>3 ; 25 RxKt, 25 

BXR ('»r 25 GxK; 26 O By ch., 26 K — sq.; 27 B K3, 27 BxB; 28 PxB with still a fair 

game); 26 <,>XB7 ch., 27 K — () sq.; 28 (JX^tP and White has still a good attack left. 

170 . Game 13. ■ -lie could not afford to allow him.self to be driven away by (fil -Kt sej subsetiuently. 

171 . Game 13.- - Black could simplify matters easily here by 28. . . .(^)xRI’; 29 RxKt, 29 30 Kx 

Bell., 30 KxR; 3* b’XfJ, 31 — OKt sq. with still the exchange ahead and a splendid game. 

172 . Game 13- -.V ve y feeble move. After 32. . .Kt— B5; 33 (^)K -i) sq. 33 K— R2 followcil soon by 
K 1\2 ihere was nothing left lor White. 

173 . G anic 13. An excellent move which helps to keep up White’s attack lor a long time. 

174 . fiaiiie 13. — Better we believe than R - B2 whereupon White would jiroceed with Kt--K sq., 
followed by Kt (^3 

175 . Game 13. — There was no necessity for this, and K— B sq w’as by far better 

176 . Game 13. -Black is playing recklessly. After 38 ...K Bs(i.; 39 R- -KB stp, 39 K — Kt sq.; 

40 -R5, 40 i) K3 White's attack was again completely bookeii. 

177 . (iame 13.— An extraordinary blunder for such an important game. R— KB2 was the only correct 
move. 

178 . Game 13.- Highly ingenious. See Diagram page 180. 

179. Game 13. There was nothing better, for White threatened QxBP and afterward f^) --RS ch., and 

R— B6 mate. If for instanc i 41 KI4; 42 OXBP, 42 K 9 set. ; 43 RX B ch. and win*., (jr 

if 41 QxP; 42 QXbP, 4-2 K^txR; 43 KtxKl, 43 K— Q sq. ; 44 Kt Kty ch. and wins. 

180 . Game 13.- No Ijettcr wa.s 44 K— P.2; 45 QXR, 45 i^XP, 4^ Kt 116, .^6 K B8; 47 QXB ch., 

47 QXQ; 48 RxR cli. and wins. 

181 . Game 13.— Simple but very tine. After this While wins with the greatest ease. 

182 . Game 13. — A forlorn hope. If however 57 K--B5 ; White wins easily by 58 P— R5, 58 K — K t4 

59 K — Kt3, 59 KxP; 60 K— B4, etc. 


(Continued on page iSj;,") 
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STEINITZ-GAVILAN TSCHIGORIN-PONCE GAMES, 


GAME No. I 7. 

Move 21. Ktxr eh. 
Page; 190, 

ULACK — W. STKINITZ. 



•WHITE— M. TSCHIGORIN. 


GAME No. 18. 

Move 22. RXl’ch. 

Page 194. 

BLACK— A. GAVILAN & W.STEINITZ. 



WHITE — A. PONCE & M. TSCHIGORIN. 


GAME No. 19. 

Move 31. K — B2. 

Page *94. 

BLACK — A. PONCE & M. TSCHIGORIN. 



GAME No. 20. 

Move 24 P— KI5. 

Page 194. 

BLACK— A. GAVILAN & W. STEINITZ, 



WHITE — A. GAVILAN Sc. W. STEINITZ. 


WHITE— A. PONCE & M. 'J^CHIGORIN. 





























STEINITZ-TSCHIGORIN GAMES. 
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( Contittued from page 1S3,) 

Steinitz v. Tschigorin. 

183 . Game 14. — A little improvement on the counter-attack first instituted in the 8th game of the con-^ 
test, but While in our opinion still keeps the best of the game, as he can immediately neutralize the 
action of Black's Kt with his own Kt. 

184 . Game 14. -If 8. . . .PxP; 9 PXP, 9 KtxKt: 10 PxKt, 10 Kt-KtS; 11 0-0—0, with a fine at- 
tack. Or if 8. . . .KtxKt; 9 PxKt, 9 Kt -Kt5 (or 9. . . .Kt— R4; 10 Q— R4 ch., 10 P— QB3; II B 
--Q2, and should win); 10 P -K4 with the superior game. 

185 . Game 14. — Better than 14 KBPxKt, for though a P is temporarily gained after 14. . . .Kt— B5; 15 
PXBP ch.. 15 K R sq. (licst, i«)r if 15. . . .KxP White answers P - B5 followed by B — QB4); 16 P 
■— B5, 16 B — K4 followed by — B3 recovering the P with the better game. 

186 . fiame 14. — i) Kt4 stopping R — Kt sq. and with the view of offering the exchange of (Queens tty 
Q — R4 was no doubt better aiul would have probably equalized the game. 

187 . Game 14.— The only move now. If 16 9 — R4; 17 R— Kt4, 17 P— KKt4; 18 BxKt, 18 BxB; 

19 RxB and wins. 

188 . Game 14. — Preparing the formidable next move which he could not adopt at once on account of 
the rejoinder Kt — K7 ch. 

189 . Game 14.— The better defensive plan was 17 P— KKt4; 18 PxP, e- p- (or 18 (J— Kt3, 18 K— R 

2; 19 QXP, 19 20 RXf»), 20 K - K3 followed by R — KKt sq.,) i8 PXP; 19 Q — KKt3, 19 

Q-P3; 20 BxKt, 20 BxB; 21 QxP ch., 21 <^XQ and though White remains a P ahead, Black 
has a good prospect of drawing on account of the Bishops remaining of opposite colors. ' 

190 . Game 14. - 19 P B4, 19 QxQ; 20 PxQ, 20 Kt •' -Kz; 21 P— K5 would have also won a piece for 
two Pawns, but in view of the attack which White retains on the King's side he preferred not to 
exchange Queens. 

191 . Game 14. Better than 21 QXP, 21 QXP; 22 RxKt2, 22 Q- B6, etc, 

192 . Game 14.— Preferable was 24. . . .R — Kt3, for if 25 P---B5, 25 Kt— 'K4; ^6 B— K4, 26 P— Kt3 and 
Black's game was defensible for some time, whereas now he is 1 x>und to lose two Pawns. 

193 . Game 14. — Much better than B— Q5 ch. for Black would move K — B sq. threatening to win a piece 
by R - B4 should While capture the RP. 

194 . Game 14. — After this White wins with consummate ease. 


Tschigorin v. Steinitz. 

196 . Game 15. —Since the contest was finished we have carefully examined the leading variations aris- 
ing from the defence initiated on Black’s previous move 6 Q — B3 and we come to the conclusion 

that it ought to be favorable for the second player. The line of attack adopted by White in this 
game is the most dangerous to meet, but wc believe that Black by a little amendment of the devel- 
oping moves can make his game secure and keep the material advantage. The right move at this 
juncture is 7 Kt— R3 and afterward Kt --K2 instead of Kt— Q sq. 

196 . Game 15.— To the attack adopted by Mr. Tschigorin in the 5th game at this point, viz 8 Q— Kt3^ 

8 0 - 0 ; should be added the following line of play, 9 Kt- -R3, 9 I'XP (l^est, for as Mr. Kanken 
points out in the British Chess Magazine^ if 9* • • -P — Q^ 3 I BxP ch., 10 RxB; 1 1 Kt — B4, li Q 

— Kt3; 12 QKtxP, 12 KtxKt; 13 KtxKt, 13 Q- K3; 14 KtXR, 14 KxKt; 15 BxKt, 15 QxQ! 
16 PxQ with an excellent game); 10 PxP» 10 Q — Kt3; ii P — Q5, 11 Kt — Q5; 12 KtxKt, 12 Qx 
B; 13 P— Q6, 13 Kt— Kt3; with the superior game. 

197 . Game 15.— The idea on which this is based appears to us still correct, subject to its being prepared 
in the manner suggested above. As will be seen, in practical play Black succeeded in extricating 
himself in spite of the large odtls against him in consequence of his pieces being imprisoned. But it 
should DC noticed that Black could not allow a hole to be formed at his Q3. If, for instance, 12. . . . 

(Continued on page 1S7.) 
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Game 14. 


Game 15. 


Irregular Opening. 


y White, 
'^V. Steinitz. 


Evans' Gambit. 

White, 

M. T.schigorin. 


M. Tschij^orin. 

.KKt-H3 

1 1> :<^4~ 

_ 

"fi Rl5 
nI*-H4 _ 
«(,)Kl 153 

iV _K_3 

k4 

pQ 

®HxKt 

nKtrx» 

°kKt KVisa 

nKt 1J3 

'Pxyi' ” 

nKtxr 

oriK kisiiisi 

q'’_ *^^4 

°kt - Kl3 



lUn 



llo- () 

A“(,)Kt K2 
..T-Klts 
lUKixkt 
, /Jlil-XlvtlSS 

I’Kt Hs 

._V-KU3 _ 
A3<.> Ks 186 
A (jK Kt "I- 
lOj* KK 4 187 
. „K Kl sq._188 
1 n” H 4 ' 189 
1 11*'^ 

-Kt? 

IQW* .“O. 

ch. 

nnK R s<|. 

®“<>XHI’ ’’ 
oi<.^-R 13 191 
“^(,)X(.U‘ 

o„r -14 _ 

«“i' -Kt4 
nnll Kt2 

V3 

«.(.>- Kts 

"’P 14 192 

IV -R3 D* 

«0 k Kt3 



oOkR- B 3 

97 B-K4 

£/q_Q 2 


Game 14— confd. 

-.QXRP _1M 
“ORt 15 «]. 

9 qW« 1' 

“ORl K3 

nn'iHES. 

0U(.,_g3 

„.g R7 cK 

-il'sq. 

noR QT5 s(i^ 

OfiKl_()K3 

nn T-- »5 194 

uOKtxlH 

niQ 

u 4 k-k 2 

npR XPch. 

U 3 Resigns. 

■* See Dlatjjani liay:e 180 . 


'^W. Steinitz. 

.P K4 

Ip K4 
ftKK t-ns 
«yK.t - IJ3 

n B--14 

«iv-i 4 ' 

^«XP 

rP 14 

“11 R4 ' 

nO- O 

®V-14 

nP- <4 _ 

'KRt K2I95 
pP (,>5 j9e 
“k't Vs.). 
pk>-R4_ 

“11 Kill 
li-KKtS _ 

IU0-.Q3 

..K^ K? 

lip ’(,)lli 

9R-(js.i. _ 

Kts.1.197 

,„llXKt 

lUkxH 

. . P - y6 ch. 

14k. 'il sq. ~~ 

. r KtXP 198 
1“P kill 199 
,pKt-Ri 

lOli 14 
.„P Ks 200 
I'P QK4 
ipPXP _ 

lOpxii 

iqKtxP 

i“Kt-K3 201 

zoJxl^ 

„.9^R4 

“^k— II2 202 
onQ-RSchaOS 
"“k- ktsii 204 
n n^4^*"R t4ch aoa 

n jQ ^5 cli. 

fi4K_Kt2 
„-KKt Q42O6 
uUHxKf 

on ^^XR 

aDr -Rsq. 



“ ' R-Kt2 

t See Diagram page x8o. 


Game 15— cont'd. 
npKtXKt ch. 
“OpXivt 

R3 207 
^«ir Ks 
nn(.> 

0^15 _Kt3 
n4<>XP 

n9<.) Q5 

Ufi()K__() s(|. 

nqRR sq. 
w“KR -Ksq. 

OJ4 

W^RXP 



V“R-()6 

n ^ 

uDr -Ks Df 

jy Resigns. 
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( Coiitinmd from page 18^.) 

P -KB3; 13 PxP, 13 gxP; 14 Kt— KtS. 14 PXB (or 14. . . B--B4; 15 B-K3, etc.); 15 KKtxK 
Pi 15 Q— P4; *6 Kt — Q6 eh., 16 K— B sq.; 17 QXP, with a winning attack. 

198 . (jame 15. — Not as gootl as (^) — Kt4 played by Mr. Tschigorin in a subsequent game. 

199 . Game 15. — Black could now have obtained a great superiority by 15. . . .B — B4; 16 BxPf 16 P — 
(JKt4; 17 Q--Kt3, 17 BxQP; 18 P — KB4, 18 B — B4 eh.; 19 K— K sq., 19 P — ^(,)3; etc. 

200 . Game 15. — Excellent play. The attack which White obtains is quite worth the piece which he 
gives up. 

801 . Game 15. — This seems to have been the only move not so much in order to protect the exchange 
as to prevent other vehement attacks. If, for instance, 19. . . .Kt — B2; 20 Kt -B7, 20 PxP; 2I Kt 
XP, 21 KtXKt (or 21. . . .BXP; 22 RxH, 22 KlxR; if 22. . .QxKt; 23 Q -B4, etc., 23 Q-B 
4 ch. ; 23 K - Kt s<i. ; 24 Kt— Q5 and wins); 23 Q— B4 ch., 23 Kt— B2; 24 R K sq., 24 B — Kt2; 
25 R -B7 and wins. 

202 . Game 15. — A careless move. He ought to have played K— Kt2. 

203 . ( iamc 15. — For White could now get his Kt into play by 22 Kt — K5 ch., which Black could not 

venture to capture £*. g.^ 22 Kt K 5 ch., 22 PxKt: 23 R Q3, 23 P KRj (there is nothing better 

as Wliite threatens y --K7 ch. followed by R - Kt3 ch.); 24 Q K7 cli., 24 K Ktj; 25 R - Ktj ch., 
25 Kt — Kt4; 26 P — KK4, 26 R R2; 27 1* — R5 ch., 27 K — B4; 28 RxKt ch. with an irresistible 
attack- 

204. Game 15. — Again careless play. K--Kt2 was correct. 

205 . Game A\'vis/it Jel Ajciirez justly points out that Whitt; could have won here by 23 i) — K8 

ch., 23 K Kt2; 24 Q— K7 ch., 24 K Kt s<|.; 25 Kt K5, 25 l*xKt; 26 R (>3, with an irresisti- 
ble attack. 

206 . Game 15. — This attack is inellective. He ought to have been satisfied with a draw. 

207 . Game 15. Completely throwing away an important move. He evidently overlooked the oppo- 

nent's telling reply. (,)■ Kt4 ch. to which K — R sq. was the best answer, lollowed by QxP would 
have enabled liim to make a much longer light. 


Steinitz v. Tschigorin. 

208 . (iame 16 -This leaves the KP weak. Usually P — <^>Kl3 is played at this juncture. 

209 . G ame 16. —Quite sale now as White can maintain the chain of Pawns by P — (j)Kt4 in reply toP — 
(^>Kt3 without being liable to have his Pawns broken up by P— yR4, as he would then answer P — 
Q1<3. 

210 . Game 10. — An error which costs time. 

211 . Game 16. — Obviously if 1* Kt3 Black would sacrilice the Kt for two Pawns wn'tli an irresistible 
attack. 

212 . G ame 16. -The templing 19 P--B5 was not go<^l on account of 20 B -K2, and if 20 P — K 

B5; 21 B -B3, 21 (^) -K4 (nf course if 21 QXP; 22 B — (^>4 and wins); 22 P— K4 with the su- 

perior game. 

213 . Game 16. -Clearly best, for In- could not allow White’s Kt to enter at QBy. 

214 . Game 16. -Loss of time. B B sq. was much better. 

215 . Game 16. -If 23 P B4, 23 Ki B2; 24 BxKt, 24 BxB; 25 RxP, 25 B--K3; 26 QR -Q sq., 26 

QBxRP "'ith the better game 

216 . Game i6.- Not good. He coul<l nmre safely play 31 B (^>3, for if 32 Kt- K6 ch., 32 BxKt; 

33 yxB, 33 BxP ch. ; 34 K -R 34 B KI6; 35 KB - yB4, 35 Q K sq. : etc. 

217 . Game 16. — Black had prol>ably contemplated 35. . . .RxKt; but found on further examination that 

( Continued on page iSg,) 
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Game 16. 

Irregular Opening. 


W. Steinitz. 


M. 'rsCIIKIORIN. 

.KKt 

lp~K14 

"p " 

nP-5)iH 
“KKtijr 
*p_ K3 
’B -K2 

•»3_ 

”C.astles 

nB Qi 

(,)4 208 

(,)2 

•v-Qiis 

qP B 5 209 

°gKt T)2 210 

pKt _Kts 

®Ki Ktsq. 

105^=5^5 

lUg_i52 
a A>-B 2 

llKtHu 

aftKt-RS 

IflU -RS ch. 

I nKt -1J2 211 

ldp--K4 

llEXP 

l^gxp 

^ P Castles K .skit* 

10b-K2 

ipKt-JCz 

i0p:’gKt3 

17'ixj: 

A'PXP 

j Q4 

lO p - R4 
in ^t -^ts 
10QKt--B3 212 

9n!*__“L 

Ktsq.213 
o^KR-gsq. 
^*Kt-k4 
00B-K2 214 

““kt--KB3 
O0Kt-KR3216 
gsq. 

9 jB— B s(i^ 

"’KT-kB2 

«rKt-B4 


Game 1G— confd. 
oflBXR _ 

“Og -K4 

npR K sq. 

Bsq. 



«Ug Ktsq. 

«^Kl gsq.2i6 
0 09”^3 
Uflg_Ki2 
Q n B B4 

««g g2 
Oi B B3 

-R sq. 
B-I<^ 

uOr -R sq.2i7 
npKt-gs ^ 
uDktxkt 

Q7l^XKt 

UIR Rs 
„„BxPch. 218 
uOkxB 

nn9 XB ch. 
Odgxg 
jnRxgch. 

»Bk. Bj 

. . RXP 219 

»1r -gKts 

lO^t A)6 

K3 

j qBxB 

^«kxB 
. - R - R6 ch. 

^^K--K4 

^cP--QKt3 

^3p_k4 


‘^K -gs 221 

yKtxKtP ch. 

'RXKt 
„R— 06 ch. 




48r R 4 



OUK-Kts 

r-:Q 2__ 

01k--B6 



w a Resigns. 

* See Diagram page 180. 


Game 17. 


Evant* Gambit. 


M. Tschigorin. 
Blacky 

\V. Steinitz. 


Ap— K4 
nKKt— B3 
figKt-B3 
«B -B4 

“B— B4 

.P 9K4 

*BXP 

5»!::1‘3 

"B R4 

6 Castles 

<^3 

'kkt -K2 
qI^-Qs 

“Kt-ywi. 
qy-R4 
“b -Kta 
.«B KKts 

^^p-gj33 
4 90R gsq. 
^^g- Kt sq. 

4 oBXKt 

l«kx~B 

I jP — g6 ch. 

I r Q-Kt 4 222 
1®P- KB3 
4„B Kt3 223 
*Bp--KKt3 

lijKt B 4 

Kt2 224 

4pP-gR4 

B2" 

4 n^^txB 


9 ()J 5 XKt 

^”KXB 

n^KtxPch.226 

^^k.Kl222e[Dt 

oftK^B4 

““P gKt4227 
nq PxP 2M 
fiOg_R 2 
naP-Kt6 

a4g.-R5 

9c2z?1 

aOr ~K sq. 

OdLi 53 

fiOg._B7 229 
n7 Kt-K3 
^/Q— Kt6 


Game 17— coat’d. 

nn B— sq- 
fiOg_R2 ' 

on Kt-B4 

^«R -Rs 

nn R -Kt4 

«Ur._R 7 
n i Q — Q4 
«^K-Ktsq. 

UGr_.r“ 6 
nnR -R4 230 

"«R Kt6' 
n jKK — R sq. 

«^k-ki^ 



U0R-Kt4 
nn*^ -Kt8 

dDp_(^)H4 

.jnQ-QS 

U/RXP 

„ KR- R8 231 
00q.UH sq. 

08r.._I53 

.- P-B4 232 

4Up_yK4 
. . RXP 

4IB--R3 

1 q RxR 

4dQxR~ 

.nRXP 

4urxR 

44 ^- 

*’QXP 

.r Kt-Ka 

’"QXKBP 

»“B-kt2 

47?.z?4 

*'B-B3 
tnQ R3 

^®P B4 



r i Kt- -B2 
®^g~k4 233 



Ofigxg 
rq Ktxg 
OUK-B3 234 
P^Kt— B2 

04 k-K 4 

--Kt-Kt4 
bbB_Kt2 235 
,^ K-Ktsq. 
ODkUgs ^ 
c7?-«< 

O'B-^B sq. 
rq ^XP 

OOrxP 

t See Diagram page 184. 


Game 17— coat’d. 



08JK— K4 

nnKt -Qach. 

DUkxp 

na KtxP 
oIk— K 4 

005-^3 

06 k— B 3 
nnKt-Q 3 


B^P— K4 ch. 

nr K-K 3 

BBp— R4 

Qp Kt — B 5 

BOB-B3" 

07? — Kt 3 

fi/p-RS 

no P-K 4 

B0B-Kt7 

^ 

DOfixKt 

ly^ KXB 

'Bk— K 3 ’ 
Drawn Game. 
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(Continued from pa^e 18 j,) 

White then wins by 36 QxRi 36 QxKt; 37 BxKt, 37 PxB (best, for if BxB he is mated by Q— Q 
6 ch.); 38 Q— R6 eh., 38 K— K sq.; 39 Q — R5 ch., 39 K — sq. (or 39. . . .K— Q2, 40 QxBP ch.); 
40 (JXRP. 40 Kt-K3; 41 RXKt. 

218 . Game 16.-— 'Fhis at last breaks into the adverse game and White is bound to win another P after- 
ward. 

219 . Game 16. — Perhaps Kt— B3 was more simple and would have also won a second P, as Black had 
nothing l3ettcr than KxR, since Wliitc threatened to win a piece by R— K8. 

220 . Game 16, — ^This is decisive. Sec Diagram page 180. 

221 . Game 16. — RxP was the best under the circumstances, but of course AThite would then have rc- 

plie<l KtxRtP, winning slowly but surely. Tt^ however, 46 K — (^4; 47 KtXBP, 47 Kt — B2; 48 

R B6, 48 Kt "R sq. ; 49 Kt— K3 ch., 49 K -K5; 50 Kt— B2 and wins. Obviously if 46. , . .KxP 
White would answer R — R4 ch. followed by exchanging Rooks and KtXKtP. 


Tschigorin v. Steinitz. 

222 . Game 17. — Compare up to this our notes to the 15th game of the contest. The move in the text 
is the most powerful continuation. It is a wailing move that prevents Black from playing B — B4, 
and keeps the latter’s pieces shut up for a long time. 

223 . Game 17. - Still stronger is we believe 16 K — R sq. with Hie following probable continuation: r6 
. . . .P KKt3; 17 KtxP, 17 PXKt; 18 P— KB4, 18 R K sip; 19 PxP di‘s. ch., 19 K— Kta; 20 P 
--K6, 20 KtxP; 21 BxKt, 21 RxB; 22 P-K5, 22 RxP; 23 Q-KR4, 23 R -K3; 24 Q-KB4 
and wins. 

224 . Game 17. — This is grievous loss of time. Much better was 17. . . .Kt — B2; for if 18 KtxB, 18 PX 
Kt; 19 BxKt, 19 KxB; 20 KtxP ch., 20 K — Kt2;and Black still keeps the superiority on the 
Queen’s side. 

225 . G uine 17. — A highly ingenious sacrifice. See Diagram page 184. 

226 . Game 17.— If 2i PxKt; 22 P KB4, 22 R— K sq. (or 22. . . . PxP; 23 RxP ch., followed accord- 
ingly by i) — B4 ch. or Q Q4 with or without ch. winning in a few more moves); 23 PxP dis. ch., 
23 K '-Kt2; 24 Q -Q4, 24 Q — R2; 25 Q - B2, 25 P — QKt4; 26 R— Q4, and wins. 

227 . G.inie 17. — The only move that gave him any hope of releasing himself. 

228 . (j.ame 17. Kt — Kt6 would have compelled Black to give up the exchange by PXP and then to 
fight it out as well as he could for a draw; for if the R moved. White would answer P— R5 with 
still more elVect. 

229 . Game 17. — Better than Q— Kt6, in which case, White would reply Kt — Q2 followed by P — KB4, 
whereas if White now pursue the same plan Black would answer R — Ky, threatening RxKP in 
case White advance P— KB4. 

230 . Game 17.— Much better was P— QB4 with the view of-playing P- -B5. 

231 . Game 17. — A serious error. He ought to have exchanged Queens first and then the move in the 
text would have won a piece, for obviously, if Black defended afterward by K— B3, White would 
answer Kt— Qs followed by Kt— By. 

232 . Game 17. — A weak move that enables Black to extricate himself with even forces and the superior 
game. 

233 . Game 17. — This weak move 'vas the consequence of a miscalculation. He could have won here 

by 51. . . .Q— Qy; 52 Q"R sq- > 52 K --B2; 53 Kt— Kt sq., 53 BxP; 54 KtxB, 54 P-B6; 55 Q 

—KB sq., 55 QxKt ch.; $6 QvQ, 56 PxQ; 57 RXP, 57 K— K3 and wins. 

234 . Game 17. — If he played B- K5 White would still answer Kt— B2, for if then BxKt the BP would 
advance to B6 winning. It was tliis which Black had overlooked when he allowed Queens to be 
exchanged instead of playing Q- Qy on the 51st move. 

235 . Game 17. — This secures the draw in the simplest manner. It was obviously of 7.0 use to play for 
more. 
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STEINITZ-GAVILAN 

TSCH1GOR1N.PONCE GAMES. 

Game 18. 

Game 19. 

Game 20. 

Evan^ Gambit, 

Irregular Opening, 

Boans' Gambit, 

White, 

White, 

White, 

A. Ponce 

A. Gavilan 

A. Ponce 

AND 

AND 

AND 

M. TSCIIIGORIN. 

W. Steinitz. 

M. Tschigorin. 

Black, 

Black, 

Black, 

A. Gavilan 

A. Ponce 

A. Gavilan 

AND 

AND 

AND 

W. Steinitz. 

M. Tschigorin. 

W. Steinitz. 

.P-K4 

^KKt-Bs 

iP K4 

lp-K4 

lp~Q4 

Ip K4 


ftKKt-B3 
figKt— B3 
„B-.B4 _ 
UB B4 

1 1* — (j)K.t4 
rP- B3 

Ob- R 4 

iCastlcs 


®Q- B3 
Bi^g4 _ 
• KKt K2 


Kt y sq. 

n V K4 

.. Kt R3 
lip -(,)B3 

.nVK (J sq. 
lfl(.)- Ktsq. 

4 n^^ XKt 

IuKxB 
. . P -g6 ch. 

l^K Bsq. 
4rV^ Kt4 

IOP-KB3 
4„B--Kt3 236 
10kt-B2 


17 

IBf 

19 


Kt-R4 


K -R sq. 

PXH 

BxKt 


21 


KXB 
P— Ks 


288 


PXP 239 

n RXl’cb.2*0 
K.K12241[U* 

Aii Kt-B5ch. 

oOPxKt 



o4R_Ktsq. 

npQR-KBsq. 

a9p„QKt4242 

Q KKt4 ch. 
^OResigns. 248 


^B 


-Kts 
P— B4 


BxKt 

KtPxB 


PXP 
P -K3 


•'P K4 
nBXP 


I 


V . 

PXP 


g3 244 


Qxy ch. 
K^X9_ _ 
gKt B3 
P B4 


®P— KK,t4 
. -PXP 245 

IUkikp " 

. Kt5ch.246 

llp'QBi 

I2B-K2 

IBpxp 

14!!^^’ 


p KR3 
P--K4 


K3 
HXB 


RXB 
Kt -B3 


15 

l^Kt B3 
. nK B2 247 
I'K— K2 
QR-KKt sq. 


ib: 

19 


21 


OR R sq. 
R Kts 
Kt-Kt3 
K -Q2 

RXP 

RXR 

RXR 
K K3 


““R R6ch. 

0^ 

OUR R4 

„.R-- Kt3 248 

R7‘ 

nrKjKlL 

oukt R4 

Kt4 


»KKt-B5 


27 


GamelS— confd. 
P Kts 


|KKt B3 

\)kt”Br 

B-B4 
B-B4 
P— QKt4 


3 

4bxP 
rP-QB3 
Ob— R 4 

iiCastles 



/B-Kt3 252 
Kt— QR3258 

kt'kks 254 

0B--KKts 

OgV-kts 


8 


10 


BxKt" 
OXB 

..KtxP 
llktxkf 
l^PXKt 


Castles 255 
B Q3 
P-KB3 
Kt— B4 

PXP 

KtxP 


* S>;p Diagram page 184. 


Kt-K3 
OpB — Kt sq. 
“OQKt— Bs249 

Ofl PxP 

aupxP 

On K-QKtsq. 
wORt— Kt; ch. 

„ ^B2 250 Dt 
ulQKt.B5dis.ch. 
„.k.K 3 251 

uflKt— Kt; ch. 



UUQRt-Bs dis.ch 
n j Drawn Game. 


t See Diagram page 184. 


13 

14 

15 

18 b— K 3 
ib Q Kt3 
I'PXKt 256 
I qBxB ch. 

IOr-R 

19 


P-Q3 

|B B4 ch. 


. — K sq. 

B Bs 

P^Kt3 257 
B Kt4 


“"R -Bs 
o 4»-::?3_ 
flip Kt4 
ooQ-ys 


258 


8 


B3 

-Qsq- 


24: 

25 


R-KKt sq. 
P— KR3 258 
P Kts260Dt 

PxP 261 

P-KU4 
P— Kts 262 


»RXP 


Game 20— confd. 



««R RSch. 
nn K— Kt sq. 
“Or-Bs 

oqlirlS? 

fl»R Rs ch. 
n- K- Kt S(i. 

oOr—Bs 263 
„.K^R 2 

uIr— I 


34 


Rs ch. 
,JC— Kt sq. 

--Bs 
R-K sq. 

RXPeh. 
Resigns. 264 


t Sec Diagram page 184. 



STEINITZ-GAVILAN TSCHIGORIN-FONCE GAMES. 
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CONSULTATION GAMES. 


Ponce and Tschigorin v. Gavilan and Steinitz. 

236. ('rame i8. — Compare our notes to the I5tn and 17th games of the main contest. 

.1'' 

237 Game 18.— Loss of time. The Black party had nothing to fear from Kt-— B5, and they ought 

have retreated B— Q sq. at once. If then, for instance, 18 Q — B4, 18 Kt — R3; 19 Kt — B5, 19 P— . 
QKt4; etc. 

238. Game 18. — This gives White a powerful attack which was extremely difficult to parry. 

f '■ 

239. Game 18. — Certainly an error, but only on account of the most ingenious rejoinder which White 
had in store. The best defensive plan was 21 ... .K -Kt2; with the probable continuation 22 QxBv 
P, 22 R -B sq. ; 23 P ' K6, 23 PxP; 24 P -Q 7 » 24 QxQ; and Black will have three Pawns for the^; 

piece with a good game. But 21 P — KKt4 was also of no use on account of 22 Q — B4 ch., 22. 

K— B sq.; 23 Kt— B5, 23 PxP; 24 Q— K41 24 B— B3; 25 Kt-B4, etc. 

2M. Game 18. — As will be seen from our analysis, this sacrifice is as deep as it is beautiful and iorma. 
one of the finest instances of brilliant combination play. Sec Diagram page 184. 

241. Game i8.- If 22 PXR; 23 QxP ch., 23 K— Kt2; 24 R -KB sq., 24 R — Kt sq. (or 24 P— 

QKt4; 25 (,) B; ch., 25 K— R3; 26 Kt— B5 ch., 26 PxKt; 27 RxP, 27 B -Kt4; 28 P-KR4 and 

wins. Or if 24 BxKt; 25 Q — Q4. ch., 25 K — Kt sq.; 26 Q QB4 ch., 26 K — Kt2; 27 R — By 

ch. and wins); 25 Q— (,>4 ch., 25 K — R3; 26 R — B7, 26 B — Kt4 (or 26 P — KKt4; 27 Q — K4, 27 

R— Kl3--if 27 PxKt; 28 QxP at R7 ch., followed by R— B5 ch. and Q — R5 mate—; 28 RxP 

ch., 28 KxR; 29 QxR ch., 29 K— R sq.; 30 Kt— B5 and wins); 27 Q— K4, 27 QxP; 28 Kt— B5 
ch., 28 PxKt; 29 Q— R3 ch. and wins. 

242. Game i8. -The Black allies might have somewhat prolonged the game by 25. . . .K — R3; when 
the game might have proceeded: 26 9 — B5, 26 P — Kt4; 27 QXP, 27 R— Kt4; 28 RxR. 28 BxR; 
29 R — B6 ch., 29 BxR; 30 QxB ch., 30 K — R4; 31 P — KR3 and mates next move. 

243. (}amc 18. — Nothing to be done for White will proceed with R — B8. 


Gavilan and Steinitz v. Ponce and Tschigorin. 

244. (;ame 19.— If 6. . . .PxP; 7 Q— Kt3, 7 Q— K2; 8 QxV (8 BxP ch., 8 QxB; 9 QxP, 9 P- B3; lO 
(;)XR» 10 B — Q3; followed by Kt - B3 would be bad for White), 8 . . , .Q — Kt5 ch. ; 9 QxQi 9 Bx 
Q ch. ; 10 B — Q2 with the better game. 

245. Game 19. — 10 P— K6, 10 PxP; n PXP» n P — K4; 12 Kt — B3 were far superior. 

246. Game 19. — To ])rcvcnt cither of the adverse Knights from entering at QB3, which would have 
been inconvenient, as White had to advance the KP sooner or later, and his Q4 square would form, 
a convenient post for the adverse Kt. 

247. Game 19. - So far the White allies had still the better game, but they lose time here, for K— Qa 
with the view of supporting the Pawns on the King’s side by K — K3, was much supenor. 

248. Game 19.— The White allies injudiciously try to maintain the attack on the King’s side which 
could not be well enough supported, since Black after removing the R could at least effect the ex- 
change of the adverse B for the Kt by Kt — R4 in case White advanced the BP. R — Kt sq. with, 
the view of advancing the 1 ‘awns on the Queen’s side as was done later, gave more prospects of 
success for White’s game. 

249. Game 19.— If 28....P— QB4; 29P— R4, 29Kt— Q5; 30R— Kt5, 30P— Kt3; 3iP—R5witha 
good game. 


(Coniinued on page ig2.) 



192 STEINITZ^AVILAN TSCHIGORIN-PONCE GAMES. 

(Continued from page igi») 

250 . Game 19.— It was of no use trying to escape the draw by K— -Q3, for after 31 . . . .QKt-— B5 ch.| 

White could not retreat 32 K — Q2 on account of 32 Kt — Q5; 33 R — K sq., 33 QKtxB; 34 Kt 

XKt, 34 KtxP ch. and wins. See Diagram page 1S4. 

261 . Game i9.-iBest. If 32 K— Kt sq., 32 R— Kty ch.; 33 K— B sq. (or 33 K— R sq., 33 KtxB with 
a sure draw at least and a good prospect of winning), 33. . . .Kt— Kt4 threatening Kt — R6 with an 
excellent attack. 


Ponce and Tschigorin v. Gavilan and Steinitz. 

252 . Game 20. — A deviation from the course adopted in the main contest between Messrs. Steinitz and 
Tschigorin which, however, might only lead to a transposition in the order of moves. 

253 . Game 20. — For we think that White might have proceeded with *8 Q — R4 with the view of advanc- 

ing P — y5 to which Kt— R4 would not be a good reply, as White would then retreat B— Q3 fol- 
lowed by P B4 and B- -Q2. Whereas if 8 PxP; 9 P — K5, 9 Q — Kt3; 10 PxP» 10 KtxP; n 

KtxKt, II BxKt; 12 BxP ch., 12 QxB; 13 QxB, 13 Kt-Ka; 14B— R3, 14 Castles; 15 Kt— B3, 
15 R ‘ K sq.; 16 BxKt, 16 QxB: 17 QR — Q sq., with a fine game, for if 17. . . .P— B3; 18 Kt — 
K4, 18 QxP; 19 Kt — Q6 and wins. 

254 . Game 20. — We believe that Black could also safely play 8. . . .P — Q3; and if 9 QB — KKt5, 9 Q — 
Kt3; 10 PxP, 10 PxP; II KtxP, n QXB; laKtXP, 12Q— R5; 13 KtXR, 13 Kt—B3 threaten- 
ing Kt— Kt5 with an excellent attack. 

255 . Game 20 —Black has now slightly the advantage owing to his opportunity of forcing an open file 
for his R by P— KB3. 

256 . Game 20. — Either R to K sq. would have been of no use as White could well answer Kt — Q7. 

257 . Game 20, — The Black allies take their chances of an immediate King's side attack but we believe 
that Q — QB3 was more sure to give them the best of the game. They might have then continued 
B—R4 which either forced the QBP on, whereupon Black would again retreat the B and then fix 
their B at Q5, or Black’s QR would obtain free possession of the open Q file, in case White defended 
the QBP with one of their Rooks. 

258 . Game 20. — This was wrong. They ought to have retreated B— K2 followed by K — R sq., and 
though Black would have won the KBP by doubling Rooks it would have been very difficult at least 
if not impossible for them to force the game on account of the Bishops being of opposite colors. 

259 . Game 20. —This gives the opponents an opportunity of instituting an irresistible attack, 24 K — R 

S(j. was by far better, for if 24. . . .P — Kt5, 25 B — K2, 25 BxP (or 25. . . .RxKP ; 26 P — B3, etc.); 
26 P— Kt3, 26 Q— R3 (if 26 RxP ; 27 K— Kt2 and wins); 27 Q — Q5 (but not J17 PxR on ac- 

count of the reply, 27. . . .B — Kt6, etc.) and ought to draw. 

260 . Game 20.- -This forces the game, and it will be easily noticed that White’s replies to the end are 
all compulsory. Sec Diagram page 184. 

261 . Game 20.— If 25 BxP, 25 R (Kt sq.) XB ; 26 PxR, 26 RxBP ; 27 RxR ; 28 Ox^ ch., 28 K 
moves, 28 Q — R5 mate. 

268 . Game 20. — Of course if PxP then RxB. 

268 . Game 20. — Both parties were here much pressed for time, and relieved themselves by repetition 
moves. 

264 . Game 20. — For if KxR then Q— R7 ch. and QXP mate. 
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